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Holy Jupiter — It's Jumpman 

Bob Chappell and lan McKinnelt 
give us a double-take of Epyx's 
classic Jumpman program for the 
64. This is a hackees guide to 
survival! 



Sounds Like SynthyThe Synthy 
64 exploits, 
the famed 
power of 
the 64's 
sound chip. 
You too can 
compos 
a few 
nifty 
tunes 
with a 
lesson or 
two from 
Bob 

Chappell 
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Scary Monsters If you go down to 
the woods today yoiTIf find 
Stephanie Bhttain getti ng a 4 D 
view of the old arcade favourite, 
Forbidden Forest — now re-written 
for the 64. 
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The Master Checks Out 

Audiogenic's Grand master for the 
VIC 20 and CBM 64 plays (i a fast 
and lusty game of chess''. Bob 
Chappell takes us through all the 
fastest and lustiest moves. 



PACK REVIEWS 



iring-Up Commodore Basic 

ast a spell over your 64 and add a 
bit of machi ne code magic to give 
you nine new commands. 




A Hot Compress From Level 9 

Level 9 " 
Computing 
have 
successfully 
managed to . 

squash 
goodies like 
Colossal 
Cave on to 
cassette. 

Henry 
Budgett 

also primes us on 

the spirit of great adventures. 



On the Be nch Henry Budgett gets 
the chance to take a long cool look 
at the SX-64 . . . CBM's answer to 
the demands of people whose 
businesses are on the move. 



CORE MATERIAL 



Open Access All the news of 
CBM 64 andVIC 20, plus the 
games charts , B attle of the 
Bugs, Soft Stack and Puzzle 
Point 

25 

Undercover What's the well- 
read 64 owner looking for in a 
computing text? Nik Lumsden 
casts a critical eye over the 
bookselves. 

43 

Action Replay Quick checks and 
screen shots of some of the 
hottest software properties 
available for the 64 and VIC 20. 

47 

Buzz Words Who's doing what 
wrth what ... and with whom? 
Ron Smith deciphers the 
whispers of the upcoming 
sensations on the software 
scene. 

54 

Mothership Madness Fancy a 
fortnight in Florida courtesy of 
Artie? Then get cracking with our 
creative competition. 

57 

Scratchpad Y64 f s own 
interactive workshop, with 
contributions on high-res 
graphics, music, a DIY RESET 
button and parallel interface — 
from Phil Cornes, Norman Burton 
and Mike Turner. 

69 

Keyboard KapersTap 'em in and 

enjoy. Three fun listings for the 
64 and VIC 20 — annotated for 
your edification and illucidatioa 

80 

Talking 64 Debriefing 
Commodore's software talent 
scout-in-chiet Gail Wellington, 
Paul Walton reports back. 
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The Federal Chief has decided that Cutftbe 
go on a mission of plunder against the Mor 
Solar System, Cuthbert lands his space era 
planet but then has to refuel by stealing pa 
Moroni an fuel dumps whilst avoiding 
the Solar Meteoroid Barrage, 
After filling up he goes and 
plunders as much loot as 
possible before take-off. 
All could go well but when 
he gets a mal- function he 
must send a pilotless shuttle 
to obtain spares and take-off 
before the Moronian's bomb 
detonates. 

CASSETTE £8 DISK £9. 
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LORDS OF TIME 

Joins our range of acclaimed pure-text puzzle adventures, at £9.90\ for; 
BBC 32k COMMODORE 64 SPECTRUM ask LYNX 4sk NASCOM 32K ORtC abk ATARI 32K 



ADVENTURE 
REVIEWS 

"Adventures which have a 
fast response time, are 
spectacular in the amount 
of detail and number of 
locations, and are available 
to cassette owners , I am 
extremely impressed . . The 
Level 9 Adventures are 
superbly designed and 
programmed, the contents 
first rate The implementa- 
tion of Colossal Cave 
(Adventure) is nothing short 
of brilliant; rush out and buy 
it. While you're at it, buy 
their others too Simply 
smashing! 

-SOFT, Sept 83 
'I found Dungeon 
exceedingly well planned 
and written, with a fast 
response. There are well 
over 200 locations and the 
descriptions are both 
lengthy and interesting. The 
objects number about 100. 
It could therefore take 
some months to explore 
the whole network, giving 
many hours of enjoyment in 
the process." 

-C&VG. Sept 83 

The descriptions are so 
good that few players could 
fail to be ensnared by the 
realism of the mythical 
worlds where they are the 
hero or heroine great fun 
to play," 

-Which Micro?, Aug 83 

"My appetite has been 
whetted and I intend to get 
my own copy (of Snowball) 
to play." 

-What Micro?, Dec 83 




ADVENTURE 
REVIEWS 

"This has lo be the bargain 
of the year, if adventures 
are your game then this 
(Colossal Adventure) is 
your adventure," 

-HCW t 5$ept83 

"Colossal Adventure is 
simply superb. Anyone who 
wishes to use adventures in 
an educational setting 
really must use and see this 
program as it emulates 
Grow t her and Wood's 
masterpiece so well. For 
those who wish to move 
onto another adventure of 
similar high qua lity. 
Dungeon Adventure is to be 
recommended With more 
than 200 locations. 700 
messages and 1 00 objects 
it will tease and delight!" 

- Educational Computing, Nov 33 

Colossal Adventure is 
included in Practical 
Computing's Top 1 0 games 
choice; ' Poetic, moving and 
tough as hell.' 

-PQDec83 
"To sum up, Adventure 
Quest is a wonderful 
program, fast, exciting and 
challenging If you like 
adventures then this one ss 
for you'' 

"Colossal Adventure For 
once here's a program that 
lives up to its name a 
masterful feat. Thoroughly 
recommended'' 
- Computer Choice, Dec 83 

wholly admirable" 

- Your Computer, Sept 83 



MIDDLE EARTH ADVENTURES 

1: COLOSSAL ADVENTURE 

A complete, full size version of the classic mainframe game 
Adventure with 70 bonus locations added 
2: ADVENTURE QUEST 

Centuries have passed since the time of Colossal Adventure 
and evil armies have invaded The Land. The way is long and 
dangerous; but with cunning you can overcome ail obstacles 
on the way to the Black Tower, source of their demonic 
power, and destroy it 

3: DUNGEON ADVENTURE 

The trilogy is completed by this superb adventure, set in the 
Dungeons beneath the shattered Black Tower A sense of 
humour is essential! 

THE FIRST SILICON DREAM ADVENTURE 
1: SNOWBALL 

The first of Pete Austin's second trilogy The giant colony 
starship. Snowball 9. has been sabotaged and is heading for 
the sun m this massive game with 7000 locations 



THE LORDS OF TIME SAGA 

7r LORDS OF TIME 

Our congratulations to Sue Gazzard for her super design for 
this new time travel adventure through the ages of world 
history. Chill to the ice-age, go romin with Caeser's legions, 
shed fight on the Dark Ages etc etc We ll be selling this 
game mail-order from January 1st 



1 
1 

qJJ the sun in this massive game with 7000 locations Please describe your Computer *J< 

miMMMmwrMMmElEmiElEXSElimSElElE. 



Price: £9,90 each (inclusive) 

Level 9 adventures are available from good computer shops, 
or mail-order from us at no extra charge Please send order 
or SAF for catalogue, to 

LEVEL 9 COMPUTING 

Dept Y64 229 Hughenden Road High Wycombe Bucks 
HP13 5PG 

Pfease describe your Computer 



THE 64 SOFTWARE CENTRE 



26 RED LION SQUARE, 
LONDON WC1R4RL 



BUSINESS ACCOUNTS 

Sales Ledger (Anagram) d £75.00 

Purchase Ledger (Anagram} d . £75.00 

Sales Ledger (Ramtopj t £14.50 

Purchase Ledger (Ramtop) t £14.50 

Cashbook (MicrostmpJex) d , . . ...... £1 72.50 

Cashbook (Gemini) d or t . . £59.95 

Final Accounts (Gemini) d or t . . . £59*95 

Inventory 64 (MMS) d £29.95 



WORD PROCESSORS 

Paperclip 64 (Kobra) d £98,90 

Simply Write 64 {Simple) d £40,00 

Simply Write 64 (Simple) t £35,00 

Vizawrite 64 (Viza) d . . . £79,95 

Vizawrite 64 (Viza) c £89.95 

Vizaspell 64 (Viza) d £59.95 



HOME ACCOUNTS 

Bank Manager (Mr. Chip) t £7.50 

Budgeteer 64 (Adamsoft) t . . £6.95 

Checkbookk Manager (Adamsoft) d . £1 4.95 

Home Office (Audiogenic) t . . £1 4.95 

Home Accounts (Gemini) d , £29.95 

Home Accounts {Gemini) t £1 9.95 



DATABASE SYSTEMS 

Diary 64 {Handic) c £29.95 

Magpie 64 {Audiogenic) d £99.95 

Mai I pro 64 (Kobra) d £79.35 

Oracle 64 (Kobra) d £11 3.85 

Practifile 64 (MMS) d . , . £44.50 

Simply File 64 (Simple) d £60.00 

Superbase 64 (Precision) d . . £99.95 



SPREADSHEETS 

Busicalc (Supersoft) d £47.1 5 

Busicalc (Supersoft) t £44.85 

Busicalc 2 (Supersoft) d £81.65 

Calcresult Adv (Handic) d £99.00 

Easy Calcresult (Handic) d . > . £49.95 

Multiplan 64 (Kobra) d £99.95 

Practicalc 64 (MMS) d £44.50 

Practicalc 64 (MMS) t £39.95 



PROGRAMMERS' AIDS & UTILITIES 

Arrow (Supersoft) c £44.85 

Assembler (Interceptor) t , ., £7.00 

Chartpak 64 (Adamsoft) d ............. £24.95 

Forth 64 (Audiogenic) c £29.95 

Graphics Designer (Adamsoft) d £19.95 

Graphix 64 (Supersoft) t . . . £1 1 .50 

Master 64 (Supersoft) d . , £71 .30 

Mikro Assembler (Supersoft) d £59.80 

Monitor (Audiogenic) c , £29 95 

Pal 64 {Kobra) d £79.35 

Printlink 64 (Supersoft) c . £32,20 

Quickchart 64 (Adamsoft) d £6 95 

Screen Graphics (Adamsoft) d £1 4.95 

Sprite Aid {Adamsoft) t £695 

Stat 64 (Handic) c £29-95 

Superdisk Utility (Adamsoft) d £1 2.50 

Synthy 64 (Adamsoft) d .....£ 1 4.95 

Ultrabasic 64 (Adamsoft) d £24.95 

Victree 64 (Supersoft) c £56.35 

The Tool (Audiogenic) c £49.95 

64 Doctor (MMS) d , £1 9.95 



EDUCATIONAL 

Mathematics 1 (Commodore) t 
Mathematics 2 (Commodore) t 

Physics (Commodore) t 

Biology (Commodore) t ....... 

Chemistry (Commodore) t 

Geography (Commodore) t ... 

History (Commodore) t . , 

English (Commodore) t 

Besieged (Sulis)t 

Just a Mot(Sulis) t . 

Time Traveller t 

Word power, t ....... , 



£9.99 
£9.99 
£9.99 
£9.99 
£9,99 
£9.99 
£9.99 
£9,99 
£9.95 
£995 
£9.95 
£9.95 



d = disk t = tape c = cartridge 



GAMES 

Over 1 50 different games by 
Adamsoft 
Allegata 

Anger Productions 

Amrog 

Audiogenic 

Bridge master 

Commodore 

DKTronics 

Galactic 

Games Machine 

Imagine 

Interceptor 

Llama soft 

Melbourne House 

Mr, Chip 

Mogul 

Peaks oft 

Postern 

PSS 

Romik 

Supersoft 

Terminal 

Virgin 

Voyager 



ALL IN STOCK NOW 

Immediate despatch 
Full price list on request. 



Cheque or P.O. - Credit cards: Access, Visa. 
Callers welcome (1 1a.m. •6p.m.) 
Tel: 01 -242 7156 



OPEN ACCESS 



An in-depth look at the world of Commodore computing — rumours and reviews, fun and 
philosophy, and the news behind the news — it's all here . . . 



games 

Audiogenic 
Launch Weil- 
Tried 

Favourites On 
Disk 

As more and more 64 owners 
upgrade to disk drives* 
Audiogenic has now 
launched a range of disk- 
base games at the very 
reasonable price of E 1 2.95. 
Some of the these are 
already wel l-t ried favourites 
from their tape cata I og u e 
and the first five include 
Pegasis, Aztec Challenge, 
Siinky and Forbidden Forest 
{which you can read all about 
in this issue). 

Audiogenic says all the 
games combine the visual 
thrills of the arcade with the 
sort of interaction you expect 
to find from the traditional 
adventure, and involve play 
on a number of difficult 
levels. In fact, some of the 
higher levels are not even 
included in the manuals. So 
Audiogenic is laying on a 
'counselling service' to help 
out confused travellers to 
these uncharted territories. 
You'll be able to receive 
moral support and hi nts on 
how to navigate these 
unglimpsed horrors by 
writing to them with details of 
your experiences. All this 
data will be accumulated on 
file so there' Ik be a pool of 
information available to help 
you on your way. Meanwhile, 
can anybody rescue ou r Art 
D i rector f rom the dead ly 
piranha pool of Aztec 
Challenge? 

BUSINESS 

Imagine 



Decision On 
Price War 

After an announcement in 
late March that the company 
was reducing the price of its 
games to an all-time low of 
£3/95, Imagine has had 
second thoughts — or is it 
third? 

"We got it wrong" 
confesses operations 
director Bruce Everiss. 
M A ft hough market research 
indicated t hat we ecu Id have 
sold many more games by 



breaking below the £4 
barrier, we totally 
underestimated the effect 
this might have on the 
software industry as a 
whole" 

The Liverpool -based 
company now confirms that 
all items on its current games 
list will retail at £5.50 — 
which is still below the 
average price of many rival 
software houses. 

Meanwhile, "behind locked 
doors", Imagine is pushing 
ah ead wit h work o n "two 
revolutionary mega-games" 
for the Commodore 64 and 
the 4BK Spectrum. The 
promise is that both 
Psyclapse and Bandersnatch 
will be far more than just 
simple games cassettes and 
should be launched, 
hopefully, in June Wonder 
what the price will be by then! 



Bruce Everisfi — Imagine'* 
software prices yo-yo on. 



LITERATURE 

Faulty First 
Issue Recalled 

If you were one of the 
thousands of unfortunates 
who shelled out on one of the 
Pan/ PC N program books 
and consequently lost all 
faith in the power of the 
printed word, then be 
reassured: the bugs have 
now been well and truly 
exterminated. Both the VIC 
20 and Commodore 64 
books were withdrawn some 
weeks back and have now 
been reissued with all the 
faulty listings cor re ct ed . 

If you didn't consign your 
copy to oblivion, Pan will be 
pleased to send you a 
corrected one if you return 
the title page of your book to 
them. As far as the new 
edition is concerned, the way 
to tell you're getting genuine 
article is the 'B' at the end of 




the ISBN number on the 
back cover So make sure 
you accept no substitutes — 
an X instead of a B h could 
set you well on the road to 
knitting your own padded 
cell. 



HARDWARE 

Commodore 
Talks To The 
People 

The honeyed tones of the 
talking 64 rang out in London 
3W1 at the launch of 
Commodore's Magic Voice 
speech module This tied in, 
ratherfortuitously, with the 
first of a series of Talking 
Books packages. The 
module slips neatly into the 
cartridge port, but will also 
allow other cartridges to be 
stacked through a port of its 
own. It has a built-in 
vocabulary of 234 words, 
including the alphabetand 
numbers 

When Your 64 rather , 
ungenerously asked it to 



pronounce "Montevideo" it 
replied very promptly with 
"Syntax Error"; however it 
obligingly reiterated 
"Commodore — Is — Terrific" 
with barely a trace of 
transatlantic in its rendition. 
A diskette is promised that 
will extend its range 
allophonically. 

Commodore is planning ar 
extensive range Of talking 
educational software, all of 
which wiH have its own built- 
in vocabulary. The first of 
these are Magic Garden and 
Magic Toolbox which have 
been developed by a 
Cheltenham-based group of 
educationalists, each 
containing five stories to 
teach the very young child to 
read, write, and count. 
There's even one on its way 
entitled Get Ready to Think! 

Magic Voice will be 
chattering away at your 
favourite stockist in late May 
and wil I cost in the region of 
£50 Talking Books w\\\ retail 
at £ 1 1 .99 each and will be 
available on cassette or disk. 



SENSORED! 




Someone had to do it — design a joystick that looks 
not h ing like a joy s t ic k at all! Sunco m's J oy sense r i s a 
silver oblong box (a bit like a TV remote control unit} 
with a rockable disk at the bottom which you press in 
order to move all over the screen. Only problem is that 
the fire button is sited at the top ~ it takes a bit of 
practice to move and fire at the same time using both 
hands at oncet The concept is a novel one and more 
aesthetically pleasing than a lot of joysticks around at 
the moment. And it's note lot more expensive than its 
competitors at £29.95. More info from Consumer 
Electronics, Fails worth, Manchester M35 CMS, 



BATTLE OF THE BUGS 



C C E S S 



Ever anxious to prove wrong 
the laws of probability, our 
highly optimistic edi tor took 
his 64 along to the zoo 
rece ntly ( no h this i sn a t a n 
elephant joke) to see if a 
monkey could produce a 
usabl & computer prog ra m i n 
something less than the 
expected 50 million years. 
Who would believe it, our 
hairy anthropoid friend 
(Arthur) actually managed to 
knock- up something that 
looked sort of right in only 
half-an-hour. Unfortunately, 
we can't claim that 



probability has been entirely 
zonked because Arthur 
mucked up in a few places 
{figuratively speaking). 

Still, we can sort that out, 
can't we? The re doesn't 
seem an awful lot wrong and 
just a little humanoid 
tinkering here and there 
should do the trick. Those 
failing to get this laughable 
little listing to RUN properly 
will be able to bury their 
humiliation in the 
corrections, appearing in our 

next edition. 
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SOFTWARE 

K-Tel Rocks Into 
64 Software 

Having made an 
encouraging foray into 
Spectrum software last 
December, K-Tel now has 
its sights firmly set on the 64, 
Already firmly embedded in 
your local softshop are 
Cityattak Odyssey and "a 
bigger, better and meaner" 
upgrade of IVs QnlyRock n* 
Rolf — p re vi o us I y a text- 
based strategy game for the 
Speccy. All games retail at 
£6.95, 

So if you wanna be a rock 
n' roll star or save the city 
from certain oblivion, you 
know where to go, don't you? 



SOFTWARE 

Pyramid Game 
Drastically 
Cuts Loading 
Time 

If you've had it up to here 
with falling asleep waiting for 
a cassette to load, then the 
painful pauses may soon be 
over. Maestro M inter himself 
came up with a 'turbo- loader 5 
for his Revenge of the Mutant 
Thing u mmybobs some while 
bach, but it wasn't 
guaranteed to work and 
certainly didn't deliver the 
Llamas on the office copy. 
And Anirog's recent 'turbo- 
loading 1 Zodiac has so far 
resisted all attempts to run 
what sounds like a nice 
out i n g f or y o u r joy st ic k 

But Fantasy Software has 
now developed a 
'su percharger 1 for its 64 
version of The Pyramid The 
game itself contains 1 20 
chambers to explore on 1 5 
different levels, each 
inhabited by one of 1 20 
weird and exotic al iens. This 
goes a long way towards 



explaining a loading time of 
some th i rty-odd minutes — 
and hence the need for some 
drastic action. The office 
copy certainly wh izzed into 
orbit in just a paltry 6 Va 
minutes, with the additional 
bonus of a title page to 
relieve the monotony of that 
alhtoo-f ami liar pale blue 
rectangle. Our eager eyes 
now turn to other software 
houses; will they rise to the 
Challenge? 



COMPETITION 

£5000 To Be 
Won in 
International 
Art Challenge 

There's still time, if you move 
quickly, to enter the 
Commodore International 
Computer Art Challenge, If 
you haven't yet heard, entries 
can be for either the VIC or 
the 64 and you can submit 
stills or moving artwork with a 
maximum run-time of 60 
seconds, 

Top prize in each of the 
fou r host countries — Britain, 
Germany, Canada and the 
US-willbea£5000 
endowment to help the 
wi nner study computer 
graphics. 

Entries fall into three age 
groups: under 12; 12 to 17; 
and 1 8 plus. In each of these 
categories there are big 
prizes at Commodore 
equipment to be won, and in 
addition, winners' work will 
go on show in a series of 
world-wide exhibitions. 

The panel of judges 
includes Professor Brian 
Allison, President of the 
International Society for 
Education through Art; John 
Baxter, Commodore's UK 
Marketing Manager; Paul 
Brown, editor of Page, the 
Computer Arts Society 




Llamasoft's Jeff Mi titer cranks up his camels* 



OPEN ACCESS 



journal; and artist Tony Hart, 
who is not entirely 
unconnected with 
Commodore's forthcoming 
Art Master package. 

Of course, if you 1 ve ever 
tried to program in hi- res 
graphics on the VIC or the 64, 
it might be better at this late 
stag e to g et back to yo u r box 
of multicoloured felt-tips. As 
it is, there's, er . .well. 
Simons's Basic, if you Ye 
fee ting flush. 

Anyway, if you fancy 
yourself as a Hockney, a 
Disney, or even a m ere Dali h 
start tickling those pixels; get 
your entry forms from: The 
Commodore international Art 
Challenge, Granard 
Communications, 4 
Babmaes Street, London 
SW1Y6HD. 



BUSINESS 

Microdeal 
Clamps Down 
On Rip-Off 

Merchants 

Microdeal, whose Space 
Shu We game for the 64 has 
been riding high in the 
charts, is hitting back hard at 
software piracy. Attached to 
a ci rcu lar that its sent outto 
magazines, is a photocopy of 
a letter from an altruistic 
customer in Southern 
Ireland whose name has 
been blanked out "to protect 
his anonymity", 

M r Anon's particular 
expose concerns a Dragon 
32 Users 1 Group operating in 
Belfast He writes: "The 
group is open to anyone and 
is a mail order type one . , . 
The last list I saw showed 
that all your £8 programs 
were available at £1 " The 
group is alleged to be 
masterminded by a reviewer 
from a well-known weekly 
publication and Microdeal 
has seen fit not to extend the 
protection of the Tippex 
bottle in his case. The name, 
address and telephone 
number of this "degenerate 
piece of scum" (the 
informant's words) are there 
for all to crucify. 

Microdeal comments: 
"One way magazines can be 
of assistance would be to 
stopthe usergroup lists in 
magazines before it is too 
late" 

While we at Y64 can only 
applaud all efforts made by 
industry to stamp out these 
rip- off merchants, it would 
su rely be g rossly u n j ust to 
pen a Pise the many excellent 



and scrupulous usergroups 
which have, after all, become 
the belt and braces of home 
computing and deserve all 
the publicity they can get 

We are not at present 
publishing any such listings 
in Y64 s but if (or when) we do, 
then we trust that you the 
read e rs will i nf orm u s of any 
skullduggery and 
bootleg gery you come 
across. Let battle 
commence! 



SOFTWARE 

Mastertronic 
Slash Prices As 
War Hots Up 

Another new software house, 
Mastertronic, seems bent on 
continuing the price blitz 
triggered off by Imag ine. Its 
first 1 4 titles, including eight 
for the 64 and two for the VIC, 
are about to hit 
supermarkets garages, hi-fi 
dealers and video libraries, 
the strategy being to 
encourage impulse buying. 

Said director Martin A I pet 
L We wi 1 1 en d ea vo u r to p r ove 
what the market has long 
believed — that software 
currently available is 
generally overpriced. We 
want to encourage the use of 
the computer in the family 
and believe that bringing the 
price of software down to 
children's pocket money 
level will achieve this' 1 

As Y64 goes to press we 
have yet to sample any of the 
goodies Howeverthe 
cassette innards have a nice 
line in artistic 
understatement which 
certain other software 
houses might well examine 
to their profit. 

Titles so far released 
include Duck Shoot, Space 
Walk, Jungle Story, Munch 
Mania (sou nds familiar), and 
one clearly aimed at tickling 
the jaded palates of the 
pension book set — Biontc 
Granny. 



EDUCATION 

Offensives To 
Tempt 
Educational 
Fraternity 

With the end of the 
G overnm en t-assi sted 
purchase scheme for 
secondary schools in sight 
ifs interesting to note that 
Atari and Commodore both 
launched guerrilla-type 



THE WORD IS OUT 




Originally designed for the VIC 20, the Adman Speech 
5y nt hesiae r ca rt rid ge i s now a va i I a Me for the C BM 64 . 
Claiming an infinite vocabulary, this i* achieved by 
am ploy i ng over 60 a II option* s (a ma llsegrnentsof 
speech | which, via a number of software routines 
incorporated in EPROM, can be built up into individual 
words and, ultimately, sentences. Successful 
ope rat ion can bee hoc ked i n sec ond sand you sti out d 
then be able to voice the keys; the more enthusiastic 
among you will have no difficulty impressing your 
friends by adding the power of speech to your own 
ga me s. Deta i Is on the ca rtr idge ca n be o bta ine d from 
Adman Electronics, Rip on Way, Harrowgate, North 
Yorkshire HG1 2AU. 



STICKTO YOUR GUNS 




Basod on a design that has proved so successful in the 
h i gh at rest arcade s, C oo kr id g e C om p uter Suppl ie s Is 
confident that the Sure Shot joystick will be a winner* 
Complete with a rigid steel c ha sis, the device is 
housed in good of ABS plastic — sort should stand up 
to those frustrating moments when you fail to reach 
the final level of your favourite game and chuck the 
thing at the nearest wall! The device is priced at 
£15.95, and If you want the matching programmable 
interface it'll cost you extra. Mail order enquiries 
should be addressed to Cookndge Computer Supplies, 
PO Box 1 W9, Leeds LSI 6 NT — or phone 0532 670625. 




MACHINE CODE 

GAMES ACTION 



FOR 
THE 





— 

ROAD TOAD 




MOTOR MANIA £8.95 
THE CLASSIC CAR RACE GAME 
FOR THE 64! 



RENAISSANCE £8.95 
THE MIND-BENDING STRATEGY 
BOARD GAME OF OTHELLO! 



ROAD TOAD £5*95 
THE BEST FROGGY GAME FOR THE 64 
BAR NONE! 




£7.95 

This brilliantly conceived program combines the best 
ports of arcade games with the best of educational 
games, making a real family game that anyone who can 
see the screen can participate in. You have to find the 
word that is hidden twice in the jumble of letters, then 
guide your sights over one of the occurrences of it. 

The first to find it wins! You con play by yourself or in 
teoms against the computer, or against other 
plovers. Three difficulty levels ore included to suit 
young and old alike! 
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This best-selling gome for the VIC-20 is now available on 
the 64! Featuring the most intelligent and devious 
monsters you hove ever tried to ovoid, the Bonzos, this 
gome is a real joystick wrencher. Move Hans, the 
handyman, up ond down the iodders to pick upthe boxes 
from the different levels. 
But don't meet o Bonzo on the way! 



CATACLYSM 



£5.95 BURNIN' RUBBER 



4^ V 



Pure sboot-em-up arcade action for the 64 
ond unexpended VIC! The Lunar city of 
^ Erriam is under attack from the ships of 

^ the Jovian empire. Their merciless 

bombing will reduce your city too 
pile of rubble, unless you con 
hold them off. You ore the 
commander of the sale laser 
defence base. Your mis- 
sion * hold out for as 
long os possible. 




You are an entrant in the great 
Intergoloctic Four Seasons Death 
Race!. You must tackle the Spring, 
Summer, Autumn and Winter 
sections with the objective of 
running as many other cars as 
possible off the road- The op- 
position is numerous, including 
the indestructable but slow Tank 
Cars, the tricky Death mobiles and 
many other Demon Drivers. You 
have one odvantoge - your cor 
can fly for o limited distance, 
allowing you to ovoid hazards if 
you're quick enough] All this ond 
more makes Burnin' Rubber the 
cor race of the century! 





BURNIN' RUBBER 










Thrill lo your own Winter Olympics! 
Thrct* courses to master; SLALOM. 
SKI-JUMP and DOWNHILL! Go for 
Gold with this new exdttng game 
from MR CH\P SOFTWARE. 
COMMODORE64 
100% Machine (/ode. 
Joystick or Ktrybonrd £5 99. 







J J Jill 



Pirates 
Meteor 

Fantastic 
on the 





TERMINAL 




TERMINAL SOFTWARE 

29 CHURCH LANE. PRESTWICH. 
MANCHESTER M25 SAJ, 
Telephone: 061-797 3635 or 061-773 

INTERNATIONAL . 

WlCOSOTT-DUSSELTORF.TlAL-ALlSTHTJLT, ' - 
AASHIMAROTTERDAM. CARAT K0BENHAVN, 
ZX AFRICA SOUTH AfWCA, OSlSOFT -AUSTRALIA. 
ALPFNE-MEW ZEALAND. MfCRODIGrT ALUS- A 



Available from leading computer shops 
and distributors, including;- 




CentreSoft 

WEST MIDLANDS. 



Selected Lewis's 
and Co-op 
Stores 

SoftShop 

Infernal ional 



PCS 

BLACKBURN, 



(& 



f t HKAMll AND 

DAVEnlPOnt LTD. 
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offensives into the education 
arena In these heady days of 
the Great Logo Love Affair, it 
was perhaps to be expected 
that both companies should 
come forward dangling that 
fertile little turtle as tasty bait 
for the tots. Atari's version of 
Turtiemania has certainly 
had its share of praise from 
the educational fraternity 
and its deal is based around 
the 600XL together with 
Logo cartridge, two 200- 
page manuals and reference 
guide — all for the princely 
Sum of e 175 (ex VAT), 

Commodore, on the other 
hand, no doubt still gloating 
over its award of a Royal 
War ran t, wa s offer i ng t h e 64 
with single disk drive, plus its 
own MIT-based Logo, and 
Simons' Bash — all at the 
knock-down price of C 2 99.00 
(ex VAT). Unfortunately, this 
snip only lasted until 30 April, 
prompting some cynics to 
suggest that may be the Big 
C was clearing a little shelf 
space to make room for the 
launch of a new(1 6-bir?) 
machine. Just wild 
conjecture, of course. 



GAMES 

Temperatures 
Rise With Reel 
Hot Poker 
Game 

That infamous program for 
the Atari, Strip Poker, has 
now been unzipped in all its 
glory for the 64. With two 
"captivating opponents", you 
too can experience "the 
heady delights of Suzi or 
Melissa" in the privacy of 
your own back parlour. And 
just in case you find the 
whole concept sicken ingly 
sexist, Adrian — the one and 
only perpetrator of this latest 
assault on all that's good and 
decent in home computing- 
are making a data disk 
available with two male 
opponents to boot. 

Strip Poker is available on 
cassette for £7.99, or disk at 
£12.45 from your favourite 
Soho— er— software 
emporium. We at Y64 prefer 
to remain poker-faced about 
the whole package — that is, 
until we've laid hands on a 
review copy and had a 
chance to launder our smalls. 
Meanwhile, the same 
company's more 
ideologically sound Monkey 
Maths may well prove to be a 
"useful stimulant" to your 
child's numeric education. 



LIGHT 
FANTASTIC 

There are always 
alternatives to using the 
keyboard or a joystick to 
play games, on your 
Coin mode re — or so claim 
Sta c k who off e r e i t h e r the 
Light Rifle or Light Pen to 
ad d i ntere st to yo u r 
entertainment' The Light 
Pen is going to appeal to 
peop I e wh o li ke to u se a, 
small delicate object, but 
the same can't be said of 
the Light Rifle! Though very 
light in weight, it's about 
three quarters the size of a 
real rifle with telescopic- 
style viewf inder and looks 
pretty a uthenti c. 
The Light Rifle will set 
you back €29,95 and the 
Light Pen E28. 75. You can 
either buy them mail order 
from Stack Computer 
Services Ltd, 290-296 
Derby Road, BootJe, 
Mersey side (telephone 
051 -933 5S1 1 ) or through 
WH Smith, Monties, Boots 
and others. 




PUZZLEPOINT 



Several centuries ago a 
German mathematician, 
Johan Daniel Titius, 
observed a pattern in the 
size of the planet s orbits, if 
the Earth's orbit is taken as 
being 10 units from the sua 
then the distances of the 
other planets can be 
approximated by the 
following formula, which he 
devised: 

<distance> = 3*(2£ 
(<planet-number> - 2) ) 

+ 4 

(where l £V denotes 
exponentiation, Le. 4 A' means 
2 multiplied by itself N times). 

At the time the formula 
appeared more impressive 
than it does today, since (a) 
he 'fudged' it to improve the 
Mercury result, and (b) 
N eptune and Pluto had yet to 
be discovered. 

This leads us into ourfirst 
problem . . . which is to find a 
more up-to-date formula 
that's reasonably simple, fits 
all nine planets, and without 
fudging! This is a unique 
opportunity to get your name 
in the history books. The 
above formula has come to 
be known as the Titius-Bode 
law, Bode being the first to 
publicise it Not only will the 
three winning readers 
become known to posterity 
as the architects of the 
Tyche-Bode laws, but they 
wit! also receive a £ 1 0 book 



token for their trouble 
RULES 

1, Your formula can contain 

u p to nine symbols from: +, — t 
V,ACOS<.,.),SIN(...), 
TAN (...), Pl(i.e.3,1415926) l 
N (the pianet number 1 to 
10), and the integers -9 to 9 
inclusive. SI N, COS and TAN 
are assumed to work with 
radians and you can use as 
many parentheses as you , 
like. For example: The Titius- 
Bode formula uses nine of 
the above symbols, (COS { N 
4- PI) + N uses six, and so on. 

2. The best formula will be 
the one producing the least 
total percentage error for the 
'ten' planets. Ignore the error 
forthe'fifth 1 planetfthe 



asteroids). Each percentage 
error is then calculated as 
1 00 times the magnitude of 
the error divided by the true 
distance. The true distances 
tabulated above are actually 
the mean orbital distances of 
the planets, with the Earth's 
distance being 1 0 units, by 
definition. 

3. Please write the total 
perce n tage e rror on the back 
of the envelope, 

4. No cassettes or disks — 
Solutions on paper oniy. All 
material sent will be retained 
and may be reprinted without 
permission. 

Finally all entries must 
arrive by June 29. Address 
them to: PuzziepOiflt 1, Your 
64, 14 Rathbone Place, 
London W1P WE. 



The formula produces the 
following results: 



PLANET 


NUMBER 


FORMULA 
PfliOICTED 
DISTANCE 


ACTUAL 
MEAN 

DISTANCE 


MAGNITUDE 
PERCENTAGE 
ERROR 


Mercury 


1 


5.50 


3.87 


4212 


Venus 


2 


7.00 


723 


3.18 


Earth 


3 


10.00 


10.00 


.00 


Mars 


4 


16.00 


15.24 


4.99 


Asteroids 


5 


28.00 




.00 


Jupiter 


6 


52.00 


52.03 


06 


Saturn 


7 


100,00 


95.39 


4.83 


Uranus 


B 


19600 


191.80 


2.19 


Neptune 


9 


388.00 


300.60 


29,08 


Pluto 


10 


772.00 


39440 


95.74 


TOTAL PERCENTAGE ERROR . , h 




182,18 





BRITAIN'S GREATEST FOOTBALL 
MANAGEMENT GAME 
■4 divisions *FA Cup 'European Cup 
'European Cup-Winners' Cup * Rep lays 

* Promotion/ Relegation * Transfers * Suspensions 

* Injuries * Substitutes *3 Skill levels •Name team 

'Team selection 'Name players *Choose/ change team formation 
"Weekly league tables •Eixtures/Resulis table 'Reserve squad 
*Spy on other clubs *Minute by minute ooal facts *Eree save game 
tape *7 page tactics booklet *1 year written guarantee. 



We're still wailing to see what the press have to say about The Boas. 

But as far as we're concerned, we've already read the most important 
reviews - 1 h ose of ourcu stem ers Wilhin fou r weeks of t h e lau nch of Th e 
Boss, we were receiving comments like these 

"Th# be at 9a me I have yet* eon for t h e C B M 64" -J. Darling, E ssex. 
44 1 ' V4 b*A n play i rig no rv mto p since it arrive d* ' * □ . N \xo n. Lend on . 
"Brilliant!'' - P. Fletcher. Nottingham '* Excellent!" - M Thornton, 
Essex. "There's not a lot it misses outon"-A Rochester, Che shire, 
"It's already given me many hours of enjoyment" - P. Dennis, 
Tyne & Wear- "I've been playing It almost inceesantfy" - X 
Meadows, Stratford. "It's tough, addictive and great fun** - P. 
Scrimshaw, Essex. "Excellent- my son can't stop playing it** » M. 
Sherratt, London. "Last night* my wife and I were playing until 
2am"" G. Stirland, Aberdeen "The beat in our col lection' 1 - D.Allen, 
Belfast, "I t'e rea I ly enth railing" -R.Kami anko, N ott a. "A sma shing 
and thrilling game" * V Parkia Chelmsford, "I've been playing 
non-stop for B hours!" - D. Dennis, Derbys. 

We believe we've created the most complete, compulsive and enter- 
taining football management game ever. There area total of 1 3 screens, 
to help von pick your team, make a swoop inio the transfer market spy 
on other clubs, talk to your (usually!) understanding bank manager, 
ch eck on the season's f I x tu res and resu It s. study t he league tabl e . . . a n d 
much more 

Your job is to build the best team possible 1 with the cash and players 
available, face the day-to-day problems of running the club, then send 
th e team 0 ut to d 0 1 h e i r b est eac h Sat ur day . For successf ulclu bs, th ere 
are big rewards - the league championship, the FA Cup, and a place in 
the European Cup or the Cup- Winners' Cup. But you'll also have to lace 
struggles against relegation, or the heart-breaking decision to disman- 
tle a big money side if a cash crisis threatens. 
We hope Th e Boss w i II en te rtain you f 0 r y e ars 1 0 com e - we eve n provide 
a game save cassette, so that the career you begin today as a football 
club manager need never end, 

You shouldfind The Boss in all good software shops. But in case of dif- 
ficulty, clip the coupon, gnd we it r-i^nd you a copy by 1st class post- It 
costs £8 9b and comes complete with a 7 -page booklet and a written 
guarantee- 

7 HAWTHORN CRESCENT, 
B U RTON- ON-TRE NT 
0283 44904 

I enclose a Cheque Or PO for £8.95. Please rush me The Boss for my 
CBM 64, 

Name 



P6IWOFT 



Address. 



NOW AVAILABLE FOR YOUR CBM 64 

HIT AND RUN 

For all cricket fans, Sunday league cricket for your 64. 

One or Two player games allows you to captain and select you r team in a 40 overs innings match , 
30 players available for selection which offers literally million of premutations. Conditions vary from match to match. 
Includes run-outs, wides, no-balls, byes and I eg -byes. Man of the match decision at end of each match, Captain of 
batting side has the opportu nity to adjust his tactics at intervals of 7 overs or at the fall of a wicket. The captain of the 
fielding side can adjust his tactics at the end of each over. As in Sunday league cricket bowlers are limited to 8 overs 
and may not bowl two successive overs. Batsmen improve as their Innings grows whereas fatigue can make bowlers 
and fielders less effective, 

A very addictive game, excellently written by David T. Coates. A must for aft cricket fans. 

On cassette only £7.95 
On disc only £9,50 
Please include 50p postage and packing, 
A large selection of software as available for your 64 including : 

China Miner-£700 Metamorphasis-£795 Mission on -£7.96 Mothership-£6.96Zyborian Terror (adventure) £7.50 

Please include 50p postage and packing when ordering these titles. 

SAE for complete list. 

BYTEWELL 

203 Court Road, Barry 
South Glamorgan CR57EW, 
0446^742491. 



SOFT STACK 



This ;'sYour64's collection point for new pacKages we've heard about over the past month or so. 

The/re mostly unseen and untested, so don't take inclusion as any kind of guarantee of 
usefulness — or availability tor that matter, tf you've something you'd iike us to include in a future 
issue, send details to: Soft Stack, Your 64 t 1 4 Rathbone Place, London W1 P 1 DE 



BUSINESS 

Purchase Ledger '64 is designed for 
trie non- technical user, and operates 
in plain English. Il maintains a 
comprehensive file ol suppliers 
accounts, and allows invoice 
payments and debit notes to be posted 
to each one. Other features includes a 
wide variety of reports as well as 
analyses of purchases. £75 from Ana- 
gran Systems, on 0403 59551 . 

Still Laffir has been specially 
tailored for the 64 from a program de- 
signed for the larger Commodore 
machines, Customer account files are 
maintained on disk using names 
instead ol numbers, with paid invoices 
being deleted monthly, and outstanding 
accounts remaining on file until cleared 
In addition, invoices, payments and 
credit notes can be posted to each 
account, with sales ledger invoices 
printed as well as credit notes and 
statements. The package sells for £75, 
and can be obtained from Anagram 
Systems on 0403 59551. 

CUBA 64 has been adapted from SM- 
CUD A, a powerful name and address 
database system that's widely used 
on the Commodore flflOQ series* it's 
essentially an electronic card index 
w here records can be looked up se- 
quentially, or by searching either for- 
wards or backwards from any grven 
point Each disk can hold in excess of 
600 records, containing such infor- 
mation as record nu mber, search name, 
personal name, organisation name, 
four lines of address, telephone and 
telex number, and several lines ol notes. 
£40 Irom SM Software (UK) Ltd, on 
0453 46065, 



EDUCATION 

loth Sharp is designed to test and 
train children's powers of observation 
in an amusing way. There are two pro- 
grams on this tape, the first of which 
finds the player down on the farm, 
sorting out the sheep from the geese, 
the cows from the pigs. The second 
tests the player's suitability as a space 
observer. Trie 64 version is currently 
in preparation and will retail for £7.95. 
Further information tram Mirrorsott on 
01-822 3800. 



GAMES 

Artec Challenge is a 3D graphics 
adventure where the player takes on 
the role Of a warrior who has been 
selected for human sacrifice. His only 
chance of survival is to complete an 
obstacle and endurance course of skill 
and daring within the ancient pyramid 
of Tenochtitlan priced at £1 2.95 (disk) 



and £8,95 (tape), the program can be 
obtained from Audiogenic on 01 -290 
6044 

Dinky Doo finds the player having a 
nightmare, brought on by eating thai 
fatal cheese sandwich before going to 
bed. Still, alt you have to do to gel 
back to normal is reach for your glass 
of milk But it's not that simple because 
you have to allow for skulls, evil snakes, 
electrified walls and any number of 
other unmentionaWe nasties For £7.95, 
the program can be obtained on tape 
from Software Projects, on 051-428 
7990 

Troops Track is a highly manoeuvrablE.* 
mu It i- terrain amphibious armoured 
patrol wagon, designed especially for 
trie planet Zoa The player's job is to 
control the craft while trying to save 
Earth's peaceful scientific patrol 
Available on cassette from Rabbit 
Software for £5.99. Telephone 
01-B63 0833. 

Tirtw is reported to be an extremely 
high quality 'drive' game that relies 
heavily upon a full 3D display, and 
which emulates computerised 
simulators similar to those used in 
professional driving schools. It's 
Supplied On cassette for £4.99 and is 
available from Ox lord Computer 
Systems, on 0993 812700. 



UTILITIES 

Twbi is an extended Basic that offers 
an extra 45 instruct ions to help 
improve the 64" s usefulness. It is 
cassette- based and costs £14 95 
from Aitec Software, on 0924 492826. 

■at M is a comprehensive software 
development system for 64 assembler 
programmers; its not realty suitable 
lor use by beginners because a good 
knowledge of 6502 assembler 
language is a necessary pre-requisite. 
It permits rapid development of 6502 
syntax software, and includes a source 
editor whi ch features over 25 
commands. Its available at a cost of 
£40 on disk from SM Software on 
0453 45065. 

A variety of cross-compilers Irom 
the Cftmmodort 700 and 64 have been 
announced by Oxford Computer 
Systems. The four compilers all have 
the ability to compile source or 
generate object code on the 60 GO 
series for use on the Cam inn da re 
7007 11-1 21 and 64 machines. The 
compilers for the 700 cost £450 each 
and those lor the 64. £1 25. Details 
Oxlord Computer Systems, 0993 
81 2700. 

Simply Assemble is an assembler 
package for the M and KT machi nes 



it has full screen editing andean 
automatically turn t he assembler 
listing into a Basic program with 
machine code attached. It also has 
error checking and labelling 
disassembler facilities. Gosling £ 22, 
if comes from Simple Software on 
0273 504879. 

DC Basic, a 9K ROM extension 
cartridge for the 94, provides a 97- 
command toolkit package for 
programmers, Its features includes hi- 
res, sprites, text graphics, UDGs, sound, 
machine code aids, structured 
programming and I/O. £57.50 from 
Kuma Computers, 07357 4335, 

KH 64 is a toolk it which i nclu des a 
host of programming aids. These fall 
into one of three categories. The B 
Facility provides debugging, 
structuring and testing features for 
Ba$ic programs — including 
renumbering of GQTOs and GOSUBs, 
and with a cross-index ol new and 
Old line numbers, TRACE, FIND. DUMP, 
and so on. The M Facility assists the 
programmer in wr iting error-free 
assembler programs with its built-in 
error detection and display features 
Finally, theF Facility allows the pro- 
grammer to look directly at what's 
going on in the disk drive, and examine 
and change any block Available on 
disk from SM Software (UK) Ltd, on 
045346065, Price £40. 

ISP 64 is an index sequential disk 
manager, containing a collection of 
extra Basic commands that form a 
complete disk file management system j 
It relieves the programmer of the need 
to produce complex subroutines that 
are often needed for maintainance of 
sorted, indexed data files. £40 from 
SM Software (UK) Ltd on 0453 46065. 

Go-Sprite is a versatile sprite editor 
which makes full use of the extensive 
MOB facilities provided on theft4; all 



the program facilities can be operated 
by joystick alone. It's also possible to 
control the program via the keyboard, 
or by using a light- pen, £9.95 {tape) 
£1 1 .95 (disk) from Mirrorsoft on 01 - 
822 3800, 



WORD 

PROCESSING 

Text 64 provides word processing of 
the same quality as the larger SM- 
TEXT produced by the same company 
for the 600 series. Its features include 
1 1 0- column width, scrolling in any 
direction mulitiple file handling on 
screen, extensive search and replace 
facilities, justification automatic wrap- 
around, as well as lull screen editing, 
including text insertion Available on 
disk lor £50 from SM Software (UK) 
Ltd, on 0453 46065. 

Won! craft 40 is a word processor for 
the 64 that's written in 1 00 per cenl 
machine code and takes advantage of 
the larger screen format to give better 
readability. Other features include full 
text editing and manipulation, a scrok 
ling screen display, storage on either 
tape or disk and compatibility with 
CBM. parallel Centronics and RS232C 
serial printers, £89,95, from Audio- 
genic Ltd, on 0734 595647. 

Tele mod 2 is a new modem which 
interfaces wrth many popular home 
micros, including the 64. It comes 
equipped with a connector to fit the 
new British Telecom extension socket 
Appropriate hardware interfaces which 
will link you up with Prestel Micronet 
800 and other viewdata service are 
available at an extra charge The 
modem itself costs £84 and full de- 
tails are available from DE Ltd, North 
Point, Gil willy Industrial Estate, Penrith, 
Cumbria, telephone 0768 66748 □ * 




And the winner of the firm's grand raffle, picked at 
random by computer is. . , the Commodore 64 in 
Accounts?.* 





VII/ 1 wtn 1 Y 


1 


GRIDRUNNER LLAMASOFT C£NTIPEDE~TYPE GAME 

WHlTl-l I NT 1 1 ' n P c; T'Ain ftllN^- nWF ATTN" RHTTflM AFin 
ANOTHER ATTHE SIDE. WATCH OUT FOR THE POOS, THEY 
TURN INTO BOMBS. 


2 


BEWITCHED I MAGINE PACMAN-STYLE GAME WHERE 
OPEN UP DO0FS AND PROGRESS TO THE NEXT LEVEL 


3 


WACKY WAITERS IMAGINE HEL ;: ' f HE WASl EH 
amn^^ thf hit-tfi th thf rii^TriUFH via thP I iFTt — 

HL> n vgi) IMl nU 1 LL IU 1 nC UUOIUIVICn, V J n L LI r 1 J 

THEM BACK AGAIN TO GETTHE WINE 


M 

4 


PARATROOPER RABBIT SOFTWARE SHOOT THE 
PARATftflflPFR^ THFY DROP FROM ATTACKING PLANES 
AND TRY TO LAND NEAR YOUR POSITION ATTHE CENTRE OF 
THE SCREEN, 


5 


KRAZY KONG INTERCEPTOR SOFTWARE HELP 
MARIfl RFT TJ1 THF TOP flF THF ^TFFl RlfiTRF^ ANH 

FESCUE HIS GIRLFRIEND — BUT WATCH OUT FOR THE 
FALLING BARRELS. 


6 


THE WIZARD AND TH E PRINCESS MELBOU RNE 
HfJI ISF FINO THF FVII WI7ARIY9 TA^Tl F FlftKTTMF 

DRAGON AMD SLAV TH E TROLL BEFORE RESCUING THE 

PRINCESS. 


7 


SUPER VADERS-BOMBER RUN K-TEL SHOOT THE 
INVADING SUPERVADERS IN THE FIRST AND FLY A SOMBER 
IN THE SECOND HALF OF THIS 'DOUBLE-SIDED CASSETTE. 


A 

8 


SKY HAWK QUJCKSILVA PLENTY OF BOMB DROPPING 

1 IK M |IJ Ur1,mL (III l| n TK T* £ JLfLlirTlllU. rHlU UuUU U HrS r F 1 1 ljf\ L 

REPRESENTATION OF FRENCH LANDSCAPES. 


9 


SNOOKER VISIONS A GCOD, IF RATHER SLOW, 
91 mi ii ATinw nr thp pfai thin ft 


10 


COSMON AUTS M ELBOURNE HOUSE THE PLAYER IS 
A COSMONAUT WHO MUST FREE HIS SPACECRAFT FROM A 
TRACTOR-BEAM ON A BARREN PLANET - AND AVOI D 
ELECTROCUTION. 


11 


ANOTHER VIC IN THE WALL BUG BYTE ANOTHER 
WALL, BRICK BY BRICK. 


12 


ARCADIA IMAGINE CONTROL THE STARSHIP ARCADIA 

AMn DCDFI THF ATARIAW HflARHQ RV ClIflTI F ItQF HF VrlllR 

PLASMA DISRUPTOR GUNS 


13 


SKRAMBLE ANIROG SIX-STAGE ARCADE GAME WHERE 

THF PI AVFH Hi 1 ^ TH fi'uTlll HlfiH-RKF RHIJ niMfi^ A!y.n 

DESTROY THE ENEMY BASE. 


1 A 

14 


STARSHIP ESCAPE SUM LOCK YOUR SPACESHIP 
ha^ pvpi nnpn Atjn vni ifi nFMAMniw^ ihr k th mi i f^t 

THE FRAGMENTS AND SCREW IT BACK fOGETHER AGAIN. 
BEFORE ESCAPING, 


1 c 

15 


CYCLONS RABBIT SOFTWARE A GAME THAT'S NOT 

HN IVR&QPn f~lN cta □ yjA qc' □ 1 IT A 1 PI fiVC TUC 'CTA D 

WARS' TUNE AS YOU FIGHT OF^F ALIEN CRAR 


16 


GALACTIC ABDUCTOR ANIROG SHOOTTHE 
SWOOPING HAWKb ANP bWr 1 HEM AfcJUUVI INb fht FtUPLt 
ON THE PLANET — BUT WATCH OUT FOR FALLING EGGS. 


17 


BONGO ANIROG A SUPERMOUSE HAS TO WIN THE HAND 

OF A PRINirFS^i RV MAKING 1 1 Q F OF THF 1 AOHFRS AND 
TRAMPOLINES. 


18 


STAR DEFENDER ANIROG USE YOUR SMART BOMBS' 

Tri n CAP TUP cr DPP M f\P 1 MWA fil Mfi Al ICMQ lAjuri AOP 

TRYING TO ABDUCT THE HUMANS. 


19 


ANTIMATTER SPLATTER RABBIT SOFTWARE 
iicf vnilR Pfl^lTFON R.IIN TO HF^TROV TH F ANTIMATTFR 

BOMBS DROPPED BY THE MIGHTY TRAAL OR HE'LL DESTROY 
CIVILISATION, 


on 

ZD 


COSMIC FIRE-BIRDS SOLAR SOFTWARE L0S1 IX 
DEEP SPACE YOUR JOB IS TO DESTROY THE WINGED 
CREATURES WHO ARE KNOWN AS COSMIC FI RE- BIROS. 



YOUR OWN 

CHOICE CHARTS 

This issue s charts reflect the e nth usiasms (or ot herwise) 
of the Y64 staffers; everyone on the mag was leaned on to 
vote for his/her favourite games of the mome nt and a few 
moments of nifty micro magic has produced these top-20 
results. 

Naturally we've no intention of boring everyone silly 
with our moronic tastes, issue after issue. No, the editor 
insists that as soon as possible the charts should reflect 
your moronic tastes. To do that of course we need plenty 
of feedback from readers (not to mention a vastly 
expanded database program to handle the whole thing!) 

And t hat's why we'd like all of you to write in with your 
top five selection for either the 64 or VIC 20 (or both). Cast 
out all charts of doubtf u I origin! Between us we will be 
able to give an accurate picture of the games you really 
rate at the present time. 

POLLING POINTS 

Just fill in the ballot form on this page, and in the process 
(bribe, bribe) you may just get to receive a clutch of brand 
new software. That's because, every issue, we'll be pulling 
a voting siip out of the proverbial hat and presenting its 
sender with a selection of the latest goodies. 

Forms returned by the end of May will influence the 
charts in our second issue; later arrivals will be used in 
subsequ ent editions. Whatever you do, don't stop 
sending them in! 



r, 



Y64 TOP 20 READERS POLL 



My bp live games I t the Commodore 64 are: 
1 



My top five games lor the VIC 20 are: 
1 



Name 

Address 



Send this form off today to: 
Your 64 Tap 20 
14> Ralhbone Place 
London W1P IDE 



(or a photocopy should you not 
want to spoil your issue). 



noun 




1 



2 



3 



4 



5 



6 



8 



9 



10 



11 



12 



13 



14 



15 



16 



17 



18 



19 



20 



YOUR 64'S TOP 



INTERNATIONAL FOOTBALL 

COMMODORE 



REALTI ME FOOTBALL GAME 
INCLUDING VERY IMPRESSIVE 
ANIMATION AND GREAT SOU N D 



FORBIDDEN FOBEST 

AUDIOGENIC 



A HUGE AND VERY COMPLEX MULTI-LEVEL ARCADE 
ADVENTURE GAME, BASED IN A 

FANTASY FOREST. 



REVENGE OF THE MUTANT CAMELS 

LLAMASOFT £ , 




MANIC MINER 

SOFTWARE P 



A TWENTY-LEVEL GAME THAT HAS 
YOU TAKING ON THE ROLE OF MINER WILLY, 
COLLECTING OBJECTS AROUND EACH SCREEN 



BUGABOO 

QUICKSILVA 



MOTHERSHIP 

ARTIC 



7 CHINESE JUGGLER A ft 
OCEAN SOFTWARE^ 





LASER SPITTlMG CAM ELS FIGHT AGAINST 
VARIOUS ODDITIES, INCLUDING 
UMBRELLAS AND CND 
^ SYMBOLS 



SJPERB GRAPHICAL CARTOON-TYPE GAME INVOLVING 
YOU (THE FLEA) AND A LA HGE DRAGON-TYPE 
MONSTER 



"STAR WARS' TYPE GAME WHERE 
mt PLAYLUFLYSHISSHIPTHROUGHATRENCH, 

GUARDING THE CRAFT FROM ALIEN ATTACK 



A RE-RUN OF THE ORIGINAL 
HUNGARIAN PLATE-SPINNING IDEA 
WHERE THE PLAYER HAS TO KEE P 
'EM WHIRLING 



KRYSTALS OFZONG 

PSS 



COLLECT KEYS AS YOU TRAVEL AROUND TH E 
MAZES IN A PAC MAN-STYLE 
ARCADE ADVENTURE. 



THE HOBBIT 

MELBOURNE HOUSE 



AVERY POPULAR GRAPHIC 
ADVENTURE, BASED ^ 
AROUND TOLKEI N'S BOOK 



SIREN CITY 

INTERCEPTOR SO 



YOU'RE A NEW YORK COP DRIVING A "BLACK 
AND WHITE 1 AROUNDTHE CITY, THE AIM IS 
TO CATCH THE VILUANS. 



BUGGER 

ALLIGATA 



GRANDMASTER CHESS 

AUDIOGENIC 



EXTERMINATOR 

BUBBLE BUS 



MOTOR MANIA 

AUDIOGENIC 





H E LP THE CROOK PROGRESS THROUGH 30 SCREENS 
COLLECTING KEYS AS HE GOES, IN ORDER TO RETURN 
TO THE SAFE ANDTHEN OPEN IT. 



COMPLETE. FAST, BUT USER- 
FRIENDLYCHESSGAWIE 
WITH NINE LEVELS 



FAST AND SMOOTH VERSION OF 
CENTIPEDE WITH A LOT OF EXTRA 
BADDIES, 




MILEAGE COUNTS IN THIS TOP VIEW 
DRIVING CHALLENGE WHERESURVIVAL 
THE NAME OFTHE GAME 



FALCON PATROL 

VIRGIN GAMES 



SCUBA DIVE 

DURELLSOFTWA 




AS SOLE SURVIVOR OFTHE FALCON PATROL, 
YOU MUST DESTROY THE ATTACKING 

ENEMY AIRCRAFT WITH YOURVTOLJET 




COLLECT AS MUCH TREASURE AS YOU CAN FROM 
THE WATERY DEPTHS,AVOlDING THE CLAMS, SHARKS, 

OCTOPUSES. ETC. 



SPACE SHUTTLE 

MICRODEAL 



LEARN TO TAKE-OFF, ORBIT DOCK, 
RE-ENTER AND LAND YOUR 
SPACECRAFT 



HUNCHBACK 

OCEAN 



ASSIST QUASIMODO TO RESCUE THE BEAUTIFUL 
ESMERELDA. WH ILE AVOIDING THE GUARDS 
WHO INSIST ON STICKING SPEARS IN HIM. 



MR WIMPY 

OCEAN 



MEGAWARZ 

PARAMOUNT 





AVOID THE BURGER THIEF AS YOU 
COLLECTTHE INGREDIENTS TO 
CONG OCT DELICIOUS' BURGERS. 



FIGHT THE INVADING A LI ENS AS THEY INVADE EARTH 
FROM WAY OUT IN THE SOLAR SYSTEM, THEN 
RETURN HOME. 








The Name 
For Quality 

And 
Innovation 




■ 








* t*> r. * - - - ■■■''ri 



ADVANCED PILOT TRAINER 

Written by a ^fight simulator instructor and pilot- 
Superb graphics, commodore tft vie 20 16K £7.95 

TRADE ENQUIRIES: ANIROG SOFTWARE LTD. 2 9 WEST HILL DARTFORD KENT (0322)92513/8 

MAIL ORDER; 8 HIGH STREET HORLEY SURREY 24 HOUR CREDIT CARD SALES HORLEY (02934) 6033 
PAYMENT BY CHEQUE P.O. ACCESS/VISA 50p POSTAGE & PACKAGING 



FIRING-UP 



B A S 



I 



C 



The Neanderthal version of Basic you were lumbered with 

when you first got your 64 has been a major cause of 
frustration. Without recourse to additional software, high- 
resolution routines can be a long, slow agony. Relief is now at 
hand from Phil Comes and Tony Cross who break down the 
barriers with this machine code listing for adding guts to your 
Basic — with nine essential commands. 



17 



Th e rout inesh ave bee n wri tte n so t hat 
they form an extension to the resident 
CBM Basicand they arecalled by using 
their own keywords Parameters are 
passed t o t h ese new keyword routines 
in normal Basic integer variables — 
which makes the routines much more 
friendly and easy to use. 

The New Keywords 

The Hex dump contains nine new Basic 
keywords, each of which is prefixed 
with the @ symbol. (The @ symbol forms 
part of the keyword and must not be left 
out) They are: 

@> OLD restores a program wh ic h has been 
accidentally NEWd. If @OLD is used 
when there is no program in memory 
(for exa mple on switch on) th en its act i on 
is indeterminate. 

@ MOVE B AS moves the botto m of the Basic 
program text area from address 2048 
decimal up to address 1 6348 decimal. 
This protects the high resolution screen 
and frees space for 32 sprites Any pro- 
gram wh ichisinmemo rywi libel ost and 
so @MOVEBAS prints a SURE? mes- 
sage before it moves the memory. A 
re ply of Y wi 1 1 ca use t h e bot to m of Basic 
to be moved. A reply of N (or anything 
except Y) will abort the command 
@ HRG locates the high resolution screen 
at address 81 92 decimal and switches 
to high resolution mode. 
@LIG switches to low resolution (nor- 
mal text) mode. 

@GCLEM clears the high resolution 
screen (provided if s located at address 
81 92 decimal). 

@6C0Lsets up the foreground and back- 
ground drawing colours on the high 
resolution screen. The foreground 
colour is read from the Basic integer 
variable FC% and the background 
colour is read from BC%. If either FC% 
or BC% does not exi st t h en n o rmal text 
mode is entered and a SYNTAX ERROR 
message is printed. FC% and BC% are 
not checked for range, but only the low 
4 bits of each variable are significant 
(numbers in the range 0 to 1 5} + 
@ STYLE sets u p t h e drawi ng style which 
will be used for @PLOT and @LIIME. 
The value of style is read from the Basic 
integer variable S%. If S% is 0 then re- 
place style is used This means that a 
dot will be plotted ora line will be drawn 



rega rd I ess of t he exisitng state of th ese 
dots on the screen. If S% isl thenexclu- 
save or style is used This means that 
b ef or e a dot i s p lotted or a li ne is d rawn, 
the existing state of the dots (1 to 0) is 
exclusive OR'd with 1 to give the value 
which will be written, 

For exam pie, a dot which is p totte d i n 
exclusive or style will erase an existing 
dot at the same point or if the dot is not 
already lit it will light it. 

If S% does not exist then normal mode 
is enteredand a SYNTAX ERROR mes- 
sag e is pr int ed. If the val u e i n S% i s n ot 0 
or 1 then normal mode is entered and 
an ILLEGAL QUANTITY ERROR mes- 
sage is printed. 

(a PLOT plots a point on the screen using 
the existing value of style. The X co- 
ordinate to be plotted is read from the 
Basi c i ntege rvari able X% and the Y co- 
ordinate is read from Y%. The system 
variables LASTX and LASTY are set to 
the values in X%and Y% (see @ LI NE), If 
either X% or Y% does n ot ex ist t h e n nor- 
mal text mode is entered and a SYN- 
TAX ERROR message is printed If 
either X% or Y% is off screen then the 
point will not be plotted. 



<5>UN E draws a line from the point in the 
system variables LASTX and LASTY 
(see ©PLOT} to the point specified in 
the Basic integer variables X%and Y%. 
The system variables LASTX and LASTY 
are then set tothe val ues i n X% and Y%, 
If either X% or Y% does not exist then 
normal text mode is entered and a 
SYNTAX ERROR message is printed. If 
a line goes off screen, then that part of 
the !ine which is on screen may or may 
not be drawn, dependi ng on howfaroff 
screen it goes. Lines which are wholly 
on screen will always be drawn, so the 
rule is don't try to draw lines which go 
off screen! 

All these commands can be used in 
either direct mode, or in program lines 
(either single or multi-statement). If 
they are used in direct mode, however, 
the new keyword must be the first state- 
ment on the line ora SYNTAX ERROR 
will result 



About The Hex Dump 

Once you've typed everything in, you 
can save it by entering and RUNing the 
f o 1 1 o w i ng prog ram: ► 




Before attempting to load the Hex 
dump, you wiil need to enter the 
listing below which will allow you to 
modify the contents of selected 
memory areas. 

When you have entered and 
RUN it, you will get the message 
" Enter Start Address (Hex)". You 
should then respond with the start 
address — in this case C000. Type 
in the new values in Hex and press 
Return, After ail modifications have 
been made, type a capital X and 
press Return again. This gets you 
back to the "Enter Start Address 1 * 
message, and another X will 
terminate the program, 
If you don't feel up to typi ng in the 
listing, you'll be pleased to know 
its available on cassette at £4,95, 
direct from General Software, PO 
Box 1 5, Stone, Staffs ST1 5 OSE It 
comes with additional 



documentation to help you add 
your own keywords and extend 
Basic even further. 

18 INPUT 'ENTER STARI ADDRESS (HEX) 
iHI 

28 IF H** P X" THIN END 

38 gosub aaee : k-d-i 

48 E-K+i : P-K : GOSUB 1888 

58 PftlWT H*i 1 'j 

68 D-FEEK(K) ; GOSUB 1 Bfl B 

7ft PHI NT RIBHT*(H*.2)i • »t 

Bft Hf*" : INPUT fit 

9ft IF Hf-'X* THEN IB 

IBf IF H*- 11 THEN 48 

ilB GOSUB 288B 

128 POKE D 

138 GOTO 40 

1888 Kf* B " - FOR C-4 TO 1 STEP -1 
181ft T*IHT«^16T(C-i>)-]NT(&/lfirC) 
•16 

1Q2B IF- T>9 THEN 1848 

1036 Hf "Ht+CHfiK TM8) : GOTO 1856 

1848 K*«H*+CHR*CT+55> 

1058 NEXT C : RETURN 

2088 D-B : FDR C-l TO LEN(HI) 

2818 

282B IF HIDtCHfj 1>> B 9' THEN 2848 
2838 D-tKftSC<«JD$(H4,C>l)>-4B : 

GOTO 2858 
2848 D-EHASCCNlDtCHt, C> l)>-55 
285B NEXT C : RETURN 



Home 

Computer 

Centre 



VIC 30 and CBM 
Commodore Bun 



64 are reg'd trade marks 
nest Machines 



208 Aigburth Road, Liverpool LI 7 9PE 
Tel 051-727 8O5O 

ASTERFRET TRADING LTD INCORPORATES 
HOME COMPUTER CENTRE 






For the 

Commodore 64 



4 SLOT SWITCHABLE MOTHERBOARD £29.95 

5 SLOT SWITCHABLE/ 

BUFFERED MOTHERBOARD £42,50 

SO COLUMN/G RAF [CARD £68.95 

PIXSTIK (inc. Paintbox & 3 Games) £29.95 

QUICKSHOT II JOYSTICK £12.95 



sp cci 
5 



For the 
VIC-2Q 



16K STANDARD RAM PACK £27.95 

16K SWITCHABLE RAM PACK £35.95 

32K SWITCHABLE RAM PACK £49,95 

64K RAM PACK + 2K EPROM £64.35 

2 SLOT MOTHERBOARD £6.85 

4 SLOT SWITCHABLE MOTHERBOARD £28.95 

5 SLOT SWITCHABLE/ 

BUFFERED MOTHERBOARD £34.45 

40/80 COLUMN CARD £64.95 

PIXSTIK <inc. Paintbox & 3 Games) £29,95 

QUICKSHOT II JOYSTICK £12.95 



All products are fuMy guaranteed 

FOR FURTHER INFORMATION ON ANY OF THE ABOVE PRODUCTS, 
PLEASE CONTACT US AT THE ABOVE ADDRESS. 





AVAILABLE AT ALL SPECTRUM SHOPS. HMV r 5ELFRIDGES JOHN ME^IES 
LEISURE ZONE AND ALL GOOD COMPUTER SHOPS. 
DEALERS PLEASE CONTACT US FOR THE NAME OF YOUR NEAREST DISTRIBUTOR 



MEW RELEASE 
AAARGH' CONDOR (at Comrn&dore 64 
THE FABULOUS W AMD A 1 00% fast acnon mad time code. Avoid the 

AND THE 5E.CHET OF LIFE obstacles and hazards to C limb the mountain to 

THE UMVEH5E AND EVERYTHING reac h the Speer, Than -lay the Condor before n 



for COMMODORE 84 

An ad nil fan tasy 
game *ith Arcade Action 

You are travelling Jar 
from hurtle looking for good 
times around tne Umverse, 
when you are intercepted 
by I be evil Brutus at the Federation 
Oruius forces you lo go and seek the Secret of Life. 

I he Universe arte) Everything ■ trvow.riO.rilv Co the 
Fa bu lout Wanda , a host ess in the Spaced-Out Inn in 
Htghsvilieonthe plane! COPUS You are teieponed 
down to HighiviMe where the Customs man 
demands money for Telepon Tax. There a video 
game in ihe Terminal wiih 3 credit & "eh 
Now vom a^e on your oyvn and you must decide how 
to p'OCeed to Hrghsv-ille Mamstreet to find the 
venous esiabl^hmenisio enter and 

OGLES lor BBC/S 

Designed with people ol all ages in mind thus 
programme provides an aid to learn and match 
colours as welt a* being very emertairiinij Not only 
JlavE! colours to be matched in sequence bul co- 
ordination skills can be developed py moving the 
correct coloured OGLE to maich a pattern displayed 
on the Screen. Interest and amusement are provided 
by you as Gordon having to control your pet dog 
F lash by guiding him to collect ihe match ing OGLE, 
carry it back and to drop it at the correct position. 
There are iwo levels of play 
An easy level for the younger person. 
A professional level for the order person writh play 
agamst the dock and Hall of Fame. 
OG 11 COMPETITIONS ARE FUN! EB 95 



carries vOlk bird oil! 

BAflRELDRQP 1 for 4*K SP€CTRUM 

Poor Gordon 1 His drainpipes are blocked again and 
the only way to dear! hem is to drop bar re Is down 
I hem Gordon stands on the top of his roof with 5 
barrels When the game stans he'll roll one down 
I he root Press SPACE CO drop it th rough | he roof 
accurately into the centre of a drainpipe and you'll 
store the n umber of poi nts m the pipe, wh ic h wi 1 1 
start to Has h, a nd Gordon will get the barrel back for 

JJlUlhur cj:.) The bjfffH will belosl ii the drop i£ 

inaccurate, or mio a pipe already filled, but ■ Flash 
the dog i & on hand 1 If you know you ' re go mg to lose 
[ho barrel and you can see FJash peeping out Iram 
the bottom -nght corner., press D end Flash will save 
iT f Once you clean an 5 pipes, you will get a bonus, 
but there sa surprise m store before you get the next 
set of pi pes to fill E5. 95 

SU PE&SN AILS for 16ft or 4BK SPECTRUM 

Snails speciall y imported from West Ah ita are 
being kept in Or. Van Wmklehotf's laboratory for 
genetic experiments The Doctor has turned them 
mlo a Super <preed of snail who now leave behind a 
frail of Super glue thai will trap any snail touching it. 
Two of the snails, continually moving and 
controlled by the players, escape from their pens 
into the laboratory. Unfortunately, only one of the 
snails can escape from here mlo the outside world 
Without raising the £larm. Yrju must therelore trap 
your opponent and then try to escape through ihe 
umaii door which will then appear. 
Featuri«> * Fast AcHon ■ lfJ0 n, 6. Machine Code 

" Nine levels of d ifficulty 
£5.35 ' Keyboard or Joystick Control 





GBERT 

(0/ COMMODORE 6* 

A fast Arcade Action Game 
for all the family to play 
Written in 1QQ%- Machine 
Code for suoer -fast action 1, 
Egbert works on the 
production line at 'LEYSPACE' 
H was a comfodable life until 
the invasion of the TEBBITES 
from the planet TOR Egbert's union has 
been exterminated and the Tebbiies have left their 
deadly Pets running wild m the workplace As if that 
wasn't enough, the evil invaders >iave forced Egbert 
to take care of an Ego ■ damaging [he Egg will have 
1 a tal consequences tat ;>oor Egbert Egbert is now 
on piecework ■ can he earn a decent wage? Can he 
even Survive? WARNING! You may get an ulcer by 
playing I h is game 

SIX LEVELS OF SKILL ANYBODY WHO CAN QO 
LEVEL £ SHQUL D kVfl/Tf AND LET V$ KNOW * 



ARITHM ETIC FUM TIME lor T199 

Elementary addition, subtraction, multiplication 
and d<v<sion exercises prpvidng valuable practice 
and prill lor young ch i idr en who are developing 
their basic mathematical skills. 
Uses coloui graphics and sounds to g vp a good 
presentation wim the suim jpptj-ny m Ijs-qe 
tetters on a blackboard. 

T he Co m pu ter plays back sums wh ich i he ch i Id has 
difficulty wi | h showmg the child the correct 
solutions Uses the basic T199 console £5 95 

Games Machine Ltd., Business & Technology Centre, 
Bessemer Drive, Slevenage, Herls SGI 2D>£ 
Telephone (0438)316561, 



Please add 5Qp to cover post and packing. 

I enclose a cheque f.O pavdbk- LO GAfylLS MACHINE LTD . lor L 

or debit my Access Barclavcard account no. 

Signature , 

NAME_ 

ADDRESS 



QTY 




WANDA 


= 




EA^RELDROP 




• 


EGBERT 






SUPER SNAILS 






OGLES 






ARITHMETIC 






TOTAL 





SEND TQ:- 

GAMES MACHINE LTD. 
FREEPOST, 
STEVENAGE, 
HERTS SGI 2YH. 



_ HfW« 

DEALERS AND DISTRIBUTORS REQUIRED GAMES AND EDUCATIONAL PROGRAMMES WANTED FOR ANY HOME COMPUTERS- 



18 



FIRING-UP 

BASIC 

10 PRINT "Itlr/hunt)" 

20 FOR X=D 10 19S2 STEP 6 : PRINT X+1D0: 
'DATA": 

30 FOB 0 TO 5 : Z=PEEK1491 52+X+Y) 
40 PRINT M IDS [STR$|z|, 2); "; 
BO NEXT Y: PRINT CHfl*|20) 
GO NEXT X : END 

This will print lines of DATA state- 
ments on the screen. You can then 
simply place the cursor on each line 
in turn and enter it as though you had 
typed it yourself. When you have 
entered each DATA fine, change the 
first 6 lines of the program to the 



following lines: 

ID REM THIS LOADS THE EXTENDED BASIC 

KEYWORDS 
20 FOH X-0 TO 1952 
3D READ Z 

40 POKE 491 52 +X. Z 
50 NEXT X 
EC END 

You now have a Basic program which, 
when RUN, will POKE the new 
keyword routines in for you. This pro- 
gram can be SAVEd to tape or disk 
under any name you like. 

Before the new keywords can be 
used they must be linked in to the 
resident Basic interpreter. This is 
done by typing SYS 49800, and you'll 
see the following message on the 
screen: 



****CBM 64 EXTENDED BASIC**** 

|C| AL CROSS * £4 K RAM SYSTEM READY 

The new keywords are now ready for 
use. 

Finally, note that pressing RUN/ 
STOP and RESTORE will disable the 
new keywords. They can be simply re- 
enabled by typing SYS 49800 again 
(which will not damage any of the pro- 
grams in memory). 



The Hex Dump 

We've listed the program with 8 bytes 
to a line. Every new line has the Hex 
address of the first byte printed 
alongside it so that you can keep 
trac k of w h e re y o u 1 ve g ot t o, ► 



THE HEX DUMP 



C0BB 


4F 


4C 


44 


00 


4D 


4F 


56 


45 


ClOB 


46 


C3 


40 


C3 


40 


C3 


40 


C3 


C3B0 


02 


40 


0D 


81 


02 


A9 


43 


35 


CB08 


42 


41 


53 


88 


48 


52 


47 


00 


C1E0 


46 


C3 


40 


C3 


40 


C3 


40 


C3 


C3BB 


2C 


85 


2E 


35 


30 


85 


32 


8D 


£6ie 


4C 


52 


47 


88 


47 


43 


4C 


45 


C1E8 


40 


C3 


40 


C3 


40 


C3 


40 


C3 


C3C0 


82 


02 


A9 


63 


85 


2D 


85 


2F 


ceie 


41 


52 


00 


53 


4D 


4F 


56 


45 


C1F0 


40 


C3 


40 


C3 


4B 


£3 


46 


C3 


C3CB 


85 


31 


A9 


01 


85 


2B 


60 


0D 


C02S 


00 


53 


54 


59 


4C 


45 


00 


47 


C1F8 


40 


C3 


4B 


C3 


40 


C3 


48 


C3 


C3O0 


53 


55 


52 


45 


3F 


BB 


A9 


0B 


£828 


43 


4F 


4C 


00 


50 


4C 


4F 


54 


C200 


93 


0D 


28 


20 


28 


28 


20 


2A 


23DB 


0D 


IB 


D0 


3D 


18 


D0 


A9 


20 


C030 


00 


4C 


49 


4E 


45 


60 


00 


08 


C20B 


2A 


2A 


20 


43 


42 


4D 


36 


34 


C3E0 


0D 


11 


D6 


3D 


11 


D0 


66 


A9 


C038 


00 


00 


00 


00 


00 


00 


00 


08 


C210 


20 


2D 


20 


45 


58 


54 


45 


4E 


C3E3 


F7 


2D 


18 


D0 


BD 


18 


D0 


A9 


C040 


80 


00 


00 


00 


08 


00 


00 


00 


C21B 


44 


45 


44 


20 


42 


41 


53 


49 


C3F0 


DF 


2D 


11 


D0 


BD 


11 


D0 


60 


CB4B 


00 


00 


00 


00 


88 


80 


00 


00 


£220 


43 


28 


2A 


2A 


2A 


0D 


0D 


0A 


C3F8 


A9 


00 


35 


36 


A9 


20 


85 


87 


C050 


00 


00 


00 


00 


08 


00 


00 


00 


C22B 


20 


20 


28 


43 


29 


20 


41 


4C 


C400 


A9 


40 


85 


88 


A9 


3F 


85 


89 


C05B 


00 


08 


00 


00 


00 


00 


00 


68 


£230 


26 


43 


52 


4F 


53 


53 


20 


31 


C408 


A9 


00 


85 


SA 


A5 


87 


£5 


89 


C060 


00 


00 


00 


00 


00 


00 


00 


00 


C238 


39 


38 


33 


20 


26 


2A 


20 


20 


C410 


D0 


07 


A5 


86 


C5 


88 


D8 


0 1 


£868 


00 


00 


00 


00 


88 


0 0 


00 


00 


C240 


36 


34 


48 


28 


52 


41 


4D 


20 


£418 


60 


A0 


00 


A5 


8 A 


91 


86 


E6 


C070 


00 


08 


00 


00 


00 


00 


00 


00 


C24B 


53 


59 


53 


54 


45 


4D 


0D 


0D 


C420 


B6 


D0 


E9 


E6 


87 


38 


E'0 


E4 


£078 


00 


00 


00- 


-08 


00 


00 


00 


06 


C258 


04 


52 


45 


41 


44 


59 


2E 


0D 


C428 


A5 


2D 


B5 


86 


A5 


2E 


8"j 


87 


C080 


00 


00 


00 


88 


80 


00 


00 


00 


C25S 


BA 


00 


00 


FF 


FF 


FF 


9D 


DF 


C430 


A0 


00 


AS 


B7 


£5 


30 


D0 


08 


trees 


00 


00 


00 


00 


00 


00 


00 


08 


C260 


88 


62 


00 


28 


66 


00 


00 


00 


C438 


A5 


86 


C5 


2F 


D0 


02 


38 


60 


CB9B 


00 


00 


00 


00 


00 


66 


00 


08 


C26B 


00 


46 


60 


42 


00 


42 


62 


02 


C440 


Bl 


86 


C5 


88 


D6 


11 


£8 


Bl 


C09B 


00 


00 


00 


00 


00 


00 


00 


08 


C278 


00 


80 


00 


02 


00 


00 


42 


00 


C448 


36 


C5 


89 


D0 


0B 


CB 


Bl 


86 


C0A0 


00 


00 


00 


00 


00 


06 


00 


00 


C27B 


68 


00 


86 


08 


66 


00 


FF 


00 


C458 


AA 


CB 


Bl 


B6 


AG 


13 


60 


L tS 


C0AB 


00 


00 


00 


00 


00 


88 


06 


00 


C2B0 


FO 


7D 


FF 


F7 


FF 


FF 


FF 


FF 


C458 


9B 


18 


69 


06 


65 


36 


85 


36 




00 


00 


00 


00 


00 


88 


86 


00 


C28B 


A? 


86 


A0 


C2 


20 


IE 


AB 


A9 


C460 


A5 


87 


69 


00 


85 


87 


38 


on 


C0BB 


00 


00 


88 


80 


00 


00 


00 


00 


£290 


4C 


85 


7C 


A9 


9E 


85 


7D 


A9 


C46S 


C7 


A9 


03 


85 


88 


A9 


CE 


Q C" 

0 \J 


C0C© 


00 


00 


00 


00 


00 


08 


86 


00 


£298 


C2 


B5 


7E 


6C 


02 


03 


C? 


48 


C470 


B9 


20 


28 


C4 


B0 


57 


98 


-y n 


C0C8 


00 


00 


00 


80 


00 


00 


80 


00 


C2A0 


D0 


44 


A5 


9D 


F0 


28 


AD 


06 


C47B 


57 


C9 


03 


BB 


53 


0A 


O E 

35 




C0D0 


00 


00 


00 


00 


00 


00 


88 


00 


C2AB 


02 


C9 


40 


D0 


1C 


20 


FB 


C2 


€480 


A? 


81 


£3 


BB 


F0 


04 


H A 


Jo 


C0D8 


80 


00 


00 


00 


00 


00 


80 


0 0 


£2B0 


A0 


86 


Bl 


7A 


C9 


28 


F0 


09 


G4SB 


80 


F? 


B5 


SA 


A9 


D9 


B5 


88 


C0E0 


00 


00 


00 


00 


00 


80 


86 


00 


C2BB 


E6 


7A 


D8 


F6 


E6 


7B 


38 


80 


C490 


A9 


80 


35 


89 


20 


28 


£4 


80 


C0E8 


00 


00 


00 


00 


00 


00 


00 


06 


C2C3 


Fl 


20 


74 


A4 


A9 


00 


38 


B0 


C49B 


34 


A6 


FB 


9B 


9D 


81 


DB 


A9 


C0F0 


00 


88 


00 


00 


00 


00 


00 


66 


C2C9 


ID 


A? 


40 


30 


B0 


16 


20 


i — n 

FB 


C4A0 


DB 


85 


B8 


A9 


30 


85 


89 


20 


CSFB 


00 


88 


00 


00 


00 


00 


00 


66 


C2D8 


C2 


A0 


00 


Bl 


7A 


C9 


06 


F0 


C4AB 


28 


£4 


B6 


21 


8A 


48 


A6 


FB 


£100 


45 


C3 


99 


C3 


D6 


C3 


E7 


C3 


C2DB 


0D 


C9 


3A 


F0 


09 


E6 


7A 


D0 


C480 


98 


9D 


00 


D0 


6B 


£9 


00 


D0 


C1BB 


FB 


C3 


69 


C4 


24 


£5 


45 


C5 


C2E0 


F2 


E6 


7B 


30 


Ef0 


ED 


C9 


3A 


C4B8 


0B 


A5 


BA 


49 


FF 


2D 


IB 


D0 


cue 


5B 


C5 


68 


C6 


40 


C3 


40 


C3 


C2EB 


B0 


8A 


C9 


20 


F8 


87 


38 


E9 


C4C8 


BD 


10 


DB 


60 


A5 


8 A 


0D 


10 


cus 


40 


C3 


40 


C3 


48 


C3 


40 


C3 


C2F8 


38 


38 


E9 


D0 


60 


4C 


73 


00 


C4CB 


D0 


BD 


10 


D0 


60 


4C 


D3 


C4 


CI 20 


40 


£3 


48 


C3 


40 


C3 


40 


C3 


C2FB 


A9 


88 


85 


7F 




ce 


85 


80 


C4D0 


4C 


DB 


£4 


20 


E3 


C4 


A2 


8B 


C12B 


40 


C3 


48 


C3 


40 


C3 


40 


C3 


C388 


E6 


7A 


D0 


02 


16 


7E 


A6 


08 


C4DB 


6C 


00 


83 


20 


E3 


C4 


A2 


0E 


C130 


40 


C3 


40 


C3 


40 


C3 


40 


C3 


E30B 


A2 


00 


Bl 


7F 


F8 


24 


Dl 


7A 


C4E0 


6C 


30 


03 


A9 


IB 


3D 


11 


D0 


£13B 


40 




40 


C3 


40 


C3 


40 


C3 


C310 


D8 


04 


£8 


38 


86 


F4 


Bl 


7F 


C4E8 


A9 


15 


8D 


IB 


D8 


60 


A9 


C2 


£140 


40 


C3 


40 


C3 


40 


C3 


46 


C3 


C318 


F0 


04 


CS 


38 


88 


F8 


C8 


98 


C4F0 


35 


88 


A9 


C3 


85 


39 


20 


28 


C148 




C3 


40 


C3 


40 


C3 


40 


C3 


C32B 


18 


65 


7F 


85 


7F 


A9 


00 


65 


C4F8 


C4 


B0 


22 


BA 


D0 


22 


98 


29 


C156 


40 


C3 


40 


C3 


40 


C3 


40 


C3 


C32B 


88 


85 


80 


AB 


00 


EB 


EB 


38 


C500 


0F 


85 


BA 


A9 


£6 


05 


88 


A9 


£158 


40 


C3 


40 


C3 


48 


C3 


40 


C3 


C330 


B0 


D8 


BD 


00 


CI 


85 


80 


EB 


C588 


C3 


85 


89 


20 


2B 


£4 


B0 


BD 


C16B 


40 


C3 


40 


C3 


40 


C3 


as 


C3 


C338 


BD 


00 


CI 


85 


81 


6C 


B0 


00 


£510 


BA 


D0 


0D 


98 


0A 


6A 


BA 


BA 


£168 


40 


£3 


40 


C3 


40 


C3 


40 


C3 


C340 


A2 


BE 


6C 


00 


03 


A5 


28 


85 


C518 


05 


8A 


85 


BA 


60 


4C 


D3 


£4 


C170 


40 


C3 


48 


C3 


48 


C3 


40 


C3 


£348 


B6 


A5 


2C 


85 


87 


A0 


04 


A 9 


C520 


4E 


DB 


C4 


00 


A9 


D3 


85 


BB 


C178 


40 


C3 


40 


C3 


48 


C3 


40 


C3 


£350 


00 


Dl 


86 


F0 


04 


ce 


38 


B0 


C528 


A9 


B0 


85 


89 


28 


28 


C4 


B0 


C18S 


40 


C3 


40 


C3 


40 


£3 


40 


C3 


0358 


F8 


CB 


98 


A0 


00 


18 


65 


66 


C530 


0E 


0A 


08 


6E 


9fl 


F0 


04 


£9 


C1BB 


40 


C3 


40 


C3 


40 


C3 


40 


C3 


C360 


91 


36 


ce 


A? 


00 


65 


B7 


91 


C538 


01 


D0 


07 


8C 


23 


C5 


60 


4£ 


C190 


40 


C 3 


48 


C3 


40 


C3 


48 


C3 


C36B 


06 


A0 


00 


Bl 


B6 


D6 


IB 


CB 


£548 


D3 


£4 


4C 


DE 


C4 


26 


EE 


C4 


£198 


40 


C3 


48 


C3 


40 


C3 


40 


C3 


C370 


Bl 


86 


D0 


16 


A9 


02 


18 


65 


£548 


A9 


00 


85 


86 


A9 


04 


85 


87 


CI AM 


40 


C3 


40 


C3 


40 


C3 


40 


C3 


C37B 


86 


35 


2D 


85 


2F 


85 


31 


A9 


£550 


A9 


EB 


B5 


88 


A9 


07 


85 


B9 


ClAB 


40 


C3 


40 


C3 


40 


C3 


46 


£3 


C388 


00 


£5 


87 


8 5 


2E 


B5 


30 


B5 


£558 


4C 


BC 


£4 


28 


AA 


£5 


20 


BC 


CIB0 


40 


C3 


40 


C3 


48 


C3 


40 


C3 


C3B8 


32 


60 


A0 


00 


Bl 


86 


AA 


CB 


C56B 


£5 


A5 


FB 


8D 


87 


£7 


A5 


FC 


£1B8 


40 


C3 


40 


C3 


46 


C3 


40 


C3 


C398 


Bl 


86 


05 


87 


06 


86 


38 


B0 


C568 


8D 


88 


C7 


A5 


FD 


BD 


89 


C7 


£1£0 


40 


C3 


49 


C3 


40 


C3 


40 


C3 


C398 


D0 


A9 


CF 


A0 


C3 


20 


IE 


AB 


C57B 


20 


8C 


C5 


20 


D0 


C5 


A0 


08 


£1£8 


40 


C3 


40 


C3 


40 


C3 


40 


C3 


C3A0 


20" 


CF 


FF 


C9 


59 


D0 


27 


A9 


C57B 


48 


AD 


23 


£5 


£9 


01 


F0 


06 


C1D0 


40 


C3 


40 


C3 


40 


C3 


40 


C3 


C3AB 


00 


3D 


80 


40 


BD 


01 


40 


8D 


£580 


68 


11 


FB 


3B 


E0 


03 


68 


51 



FIRING-UP 

ASIC 



B 



C58B 


FE 


91 


FB 


60 


A5 


FC 


C9 


01 


cs?a 


F0 


04 


B0 


13 


90 


06 


'A5 


FB 


C598 


C? 


40 


80 


BE! 


A5 


FE 


00 


07 


C5A0 


AS 


FD 


C9 


CB 


80 


01 


60 


6B 


CSAB 


68 


60 


A? 


D8 


85 


88 


A9 


B0 


CSBB 


85 


99 


20 


28 


C4 


BB 


16 


86 


C5BB 


FC 


84 


FB 


A9 


D9 


85 


88 


A9 


C5C0 


80 


85 


89 


20 


28 


C4 


BB 


05 


csce 


84 


FD 


86 


FE 


60 


4C 


D3 


C4 


C5DB 


A5 


FB 


48 


29 


07 


8D 


IB 


C6 


C5DB 


68 


29 


FB 


B5 


FB 


A5 


FD 


48 


C5E0 


29 


07 


80 


19 


C6 


68 


2 9 


F8 


C5EB 


48 


4A 


4A 


4A 


85 


FD 


4A 


4 A 


C5F0 


IB 


£5 


FD 


85 


FD 


6B 


0A 


0A 


C5F8 


BA 


0D 


19 


C£ 


IB 


65 


FB 


85 


C600 


Ft: 


A5 


FD 


65 


FC 


IB 


69 


20 


L608 


85 


FC 


A9 


80 


AE 


18 


C6 


EB 


C61B 


CA 


F0 


04 


4A 


38 


B0 


F9 


60 


C619 




00 


AD 


91 


C7 


3B 


ED 


93 


C62B 


C7 


6D 


91 


C7 


AD 


92 


C7 


EO 


C62B 


94 


C7 


BD 


92 


C7 


08 


F0 


0C 




10 


05 


A9 


FF 


3B 


80 


BE 


A9 


C638 


01 


38 


BB 


09 


AD 


91 


C7 


C9 


C640 


00 


00 


F4 


A9 


00 


AA 


28 


10 


C648 


IB 


AD 


92 


C7 


49 


FF 


8D 


92 


C650 


C7 


AD 


91 


C7 


49 


FF 


18 


69 


CA58 


01 


BD 


91 


C7 


A9 


00 


6D 


92 


C£e0 


C7 


BD 


92 


C7 


AC 


92 


C7 


AD 


C6A8 


91 


C7 


60 


20 


AA 


C5 


AS 


FB 


C67B 


80 


84 


C7 


BD 


91 


C7 


A5 


FC 


C67B 


8D 


85 


C7 


8D 


92 


C7 


A5 


FD 


CA80 


BD 


86 


C7 


AD 


B7 


C7 


80 


93 


C688 


C7 




8B 


C7 


8D 


94 


C7 


20 


C690 


1A 


£6 


BE 


8F 


C7 


BC 


BC 


C7 



C698 


3D 


BB 


C7 


h5 


FD 


8D 


91 


C7 


E720 


95 


r-v -7 

C7 


00 


32 


IB 


AD 


9b 


C7 


C6A0 


A? 


00 


80 


92 


C7 


AO 


89 


C7 


C72B 


60 


BD 


C7 


BD 


95 


C7 


AD 


96 


C6A8 


BD 


93 


(- -j 
C7 


A9 


00 


B0 


94 


C7 


□730 


C7 


6D 


ftp" - 

BE 
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One of those 14 year olds, totally conversant with 
Basic; Pascal; Forth; Lisp; Fortran; Copof; Moduta and 
G Or we ASSUME $o r tie doesn't actually SPEAK a 
language,, . 




their owners for quite some time. Now 
Commodore 64 users can have that same 
pleasure too by getting an ADMAN 
SPEECH SYNTHESISER! It's word power 
is endless as there is no set vocabulary. Y< 
operation is simple, The 64 elements of 
English speech are pre-programmed to let you 
pul your words together as soon as you switch 
on. Just imagine.., .you'll be able to program your 
own adventure games with characters that ca 
actually talk. Many leading software houses are 
now develop trig programs that are compatible 
with the Adman 64 Speech Synthesiser. 
First releases are: 

Twin Kingdom Valley IBug- ByteJ Attack- 
Attack (Voyager) 3D Silicon Fish IThor 
Computer Software) 



For Vic 20 users there ore also 
8k and 16k RAM PACKS and 
a 3 PORT EXPANSION 
MQTHER8QARD. 

Prices around: 

8k Ram Pack £29.95 

16k Ram Pack £39.95 

Motherboard £ 19.95 

Speech Synthesiser . . £49.95 



ommodore 
finds its voice! 



Adman computer accessories are available from all 
good computer shops. For turner information, why 

not take a lead from our speech synthesiser ask 

lor it! See you local dealer or simply post the 
coupon. 

Dept. C d Adman Electronics Ltd. r RLpon Way, 
Harrogate, N.Yorks, HG1 2AU r Tal r 0621 740972 



I Please send me information on Adman Vic 20 j 
! Accessories 



I Marrte 

I 

J Address. 



I 



Adman Electronics Ltd, is a member of the Adam Leisure Group PLC 
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WANTED! PROGRAMMERS WITH IDEAS! 



Artie Computing, the makers 
of Gobbleman, Galaxians, 
Ship of Doom, Combat Zone, 
Voice Chess and many other 
bestselling home computer 
games are looking for 
programmers with bright 
ideas! 

Have you got the game of 
the decade locked away 
inside your head? 

Could you invent another 
PacJWan?Orthe 198Q's 
answer to Space Invaders? 

If you can devise new games 
and write them info workable 



programs for a wide range of 
home computers then you 
could be the person we re 
looking for. 

££££££■ for Programs! 

Artie will purchase your new 
programs as well as 
guarantee high royalties on 
all subsequent sales. If the 
game you devise is even 
moderately successful this 
could mean considerable 
earnings for you. 

Unlimited technical support! 

If we think your ideas have 



potential we will provide you 
with full technical support — 
all the hardware you need, 
assistance with program 
development and advice on 
how to create even more 
popular programmes. 

All negotiations in strictest 
confidence. Please write to 
Managing Director 

Artie Computing Limited, 
396 James Reckitt Avenue, 
Hull North Humberside, 
HU8 OJA. 



RICHARD SHEPHERD SOFTWARE 



A HOME BUDGETING & BANKING SYSTEM 
THAT REALLY MAKES YOUR 
COMMODORE 64 WORK! 




NOW ON CBM 64 DISK AND CASSETTE 




A professional style multi function Cash 
Controller program. In disk format you 
can load, and make an entry ... or 
update your existing records . . . in just 
seconds. This easy to use program can 
handle up to 400 transactions, giving 
instant statements of your bank balance. 
Now there's no excuses for going into 
'the red' and paying unnecessary bank 
charges I 



£ 



i" 



BANK ACCOUNT 

• Statements on demand from any 
date to date. 

• Holds up to 400 transactions. 

• Standing order facility. 

• Alf transactions can be 
automatically coded to allocate up to 
1 6 budget headings. 

• Search facility for any single item 
by description or amount. 

HOME BUDGETING 

• 1 6 budget head ings, e. g. Gas, 
Rates, Car, Tax - you can choose the 
headings 

• Highlights under/over spending 

• Full budget expenditure 
breakdown 

• Budget ' ' re -think " facil ity 

LOAN/MORTGAGE 
CALCULATOR 

All you ever wanted to know but 
didn't like to ask f Calculates: 

• interest rates 

• Payback periods 

• Capital sum 

• Period of Joan 



• PRINTOUT FACILITY 

• FULL SECURITY WITH 
PERSONAL PASSWORD 

• SAVE DATA ONTO 
CASSETTE OR DISK 

Available from good computer 
stores or direct by mail order... 
at a price that won't upset 
the Bank Manager! 




"Jf 1 rr 



£9-95 



CASSETTE fljlt"iff7JlEj"f 



INCP&P 

DISK* 



£14.95 

Compatible onfy with J 54] Disk Drive 

INC P & P 

Dealer enquiries 
welcome. 
Generous discounts. 



Please send me 



CASH CONTROLLERS 



at £9,95 each 64 Cassette □ Please tick 
at £14,95 each 64 Disk □ version required 
including posi & packing (overseas orders ^dd £ ] 
Name 



I 

so?i 



Adrirra 



I 

I 

I 

I Signal -J**" * 

^1 SO AVAILABLE: ON CASSETTE FQJ? 48K SPECTRUM 



I erKkise c j^fi • t hptitit* TO pontile to l?i<:M,ird 

Shepherd softw*w 

Or deOil my Access/VfSA Card Number 



[ 



m 



AJPD 



rogrorrrc are sok! lubict c to Hit* c nricJurtm ihAi [he* 
ni-m otherwise be lent, nuetl put. refold of gtPfi. 
without the wfJlt^r* permiwon or RicJwcf Sheprierri 



rigi by w<ty 
'jjp circufatecf 



)Flwareli:<i 



24 Hour Credit Card Hotline (06286) 63531 



REMEMBER TO STATE IF YOU 
REQUIRE CASSETTE Off DISK 



RICHARD SHEPHERD SOFTWARE 

ELM HOUSE, 23-25 ELMSHOTT LANE, CIPPENHAM, SLOUGH, BERKS TEL. (06286 1 63531 



UNDER COVERl 



STARTERS 

ORDERS 

Now that there are plenty of books devoted to the 64 t how can 
you decide which one to choose?Nik Lumsden feads the way. 



Back i n the dark days of early '83, when 
the 64's older brother VIC was king of 
many a suburban castle, you could 
count the number of tomes devoted to 
the 64 on one finger— and that included 
the Commodore 64 User's Guide, The 
Programmer's Reference Guide was a 
legendary grail sought after in vain by 
many a crusading programmer We'd 
all read about the fantastic sprite and 
music c apabi litiesof ourn e w m ach i ne s 
but howtodig them out— that wasthe 
problem. Then, round about April, the 
first copies of the PRG trickled through 
and silence descended again. As the 
mists cleared, the 64 started to reveal 
some of its secrets 

We lip that situation has all changed 
n o w, Th ese days ba re I y a we e k g oes by 
w i t hout anew Boo k of CB M Re ve la ti on 
popping up. So it's back to square one, 
a 1 1 hou ghthistimethep rob Jem for new- 
comers is what to choose from this 
veritab le com ucopia Ma ny of th e b ooks 
merit ioned in this review natu ral ly d up- 
I icate a r eas al ready cove red by t he two 
official Commodore guides— some, in 
fact, do so with a g reat dea I more lucidi- 
ty, especially for a beginner. So let me 
stress the prime importance of acquir- 
ing the Programmer's Reference Guide 
as your major so u re e b oo k, af te r w h ich 
a judic io u s se lecti o n f ro m t he f ol lowi ng 
titles should set you weli on the road to 
enlightenment 

I n this first issue we can't hope to do 
more than give a brief resume of some 
of the material that has appeared over 
the last 1 2 months Most of the books 
are general in nature and clearly aimed 
at the beginner — they contain a fair 
sprinkling of barren leaves such as 
ASCII codes t error messages tables 
and set-up routines, all succinctly if 
somewhat dryly covered by Big C itself. 
Over and above this duplication, how- 
ever, they all contain useful general 
routines which should help to clarify 
some of the more shadowy aspects of 
Basic — such as string handling, mufti- 
d i m ens ional arrays a nd t hat seem i ng ly 
impregnable sound barrier, the SID 
chip, 

So, for starters, we have Ian Sinclair's 



Commodore 64 Computing, This is 
clearly aimed atthebeginner,butdoes 
a fairly thorough job on sprite defini- 
tion, menu construction and one- voice 
rout i n es f or the music chip, It's already 
beginning to show its age and is a sur- 
vi vorf rom t he days wh en t he PRG hadn't 
hit these shores; it should, however^ 
whet the begi nner'sap petite s uffici ent- 
ly to let programming begin. 

Software 64 by Owen Bishop gets its 
teeth into programming proper and 
contains 1 3 practical listings. The first, 
'Accountant*, runs to six densely- 
pac ked page s and looks g ua ranteed to 
kee p f i n ge rs ta ppi n g far into the night I 
can vouch for 'Sounds Incredible', 
which gets all three voices of your 64 
singing and ifs useful too for experi- 
ment! ng with some of the more e sote ri c 



parameters of the SID chip. Other 
utilities include an Info File, a Phone 
Call Coster and a Pools Forecaster. All 
programs are tape-based but can easily 
be con verted to work with disk 

Mr Bishop's companion volume, The 
Gommodore64 Games Book bears the 
subtitle '21 Sensational Games 1 , The 
monochrome screen shots which head 
eac h section see m be n t o n foel yi ng t his 
claim and aren't likely to send anyone 
rushing to the keyboard. But don t let 
this deter you; there's plenty there to 
give budding games programmers a 
taste of what can still be done in Basic. 
Incidentally, Snorkel', with its pearl-fish- 
ing theme and clever use of six inde- 
pendent underwater sprites, looks like 
an early prototype forcurrent rave Scuba 
Dive. All the games are keyboard-con- 
trol led, bu t ca n be ada pted to wo rk wit h 
a joystick 

Sunshine Books got off to acracki ng 
start with David Lawrence's The Work* 
in g C ommo dore 64Thisadoptsa mod- 
ular approach to programming which 
lets yo u type i n an d test eac h segment 
as you go, You can then giveyour brui sed 
d i g i ts a rest and take inthe crystal clear 
annotations before proceeding. I like 
this approach. Apart from learning as 
you go, it isn't nearly as daunting as 
tearing through half a metre of almost 
intractable code which promptly 
crashes before you've got round to 
SAVEing it 

Chapter 1 gets you going with' Clock 
— which is j ust that, but a Iso feat u res an 
artful use of four-colourscreen sector- 
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MAKE THE MOST 
OF YOUR 
COMPUTER. 




MTERRKE 

PUBLICATIONS 




v. 




-4 



O Mastering Machine Code on your Commodore 64 

Mark Greenshields. £7,95 

□ Mastering the Commodore 64 

Mark Greenshields £7.95 

□ Challenging Games for the Commodore 64 

William A Roberts. £3.98 

□ Putting your Commodore 64 to Work (15 programs, 
including a complete word processor) 

Chris Callender. 



£4 
£4 
£6 
£4 
£4 
£4 



95 
95 
95 
95 
95 
96 



□ Putting your VIC 20 to Work 

Ibm Lau. 

□ 50 Outstanding Programs for the VIC 20 

Tim HartnelL 

□ Delving Deeper into your VIC 20 

Philip Campbell. 

□ Dynamic Games for your VIC 20 

MathewBoek. 

□ Creating Adventure Programs on your Computer 

Andrew Nelson. 

□ The Art of Structured Programming 

Peter JulifT, £6.95 

□ The Easy Way to Program your New Computer 

Tim HartnelL £3,95 

□ Getting Acquainted with your VIC 20 

Tim HartnelL £6,95 

□ How to Program the Commodore 64 

Robert Young. £5.95 

These books are available from most book and computer 
stores. In case of difficulty; order directly from us. 

Interface Publications, Dept. QC, 

9-11 Kensington High Street, London WS SNP, 

Please send me the indicated books. I enclose £_ 



SPECIAL OFFER for CBM64 



80-COLUMN/GRAFICCARD 



Dig n a I clock 

MlKpOftilbility of 80- column screen with Himi 
CBMSVscrean (also in colour} 

GrallC pkturtS; C#n b« $wLleh*d la background 

Jpp&r lino oan ba looted { for cammeni » «ic) 

Adjustable lira spacing for greater clarity on 
lest scfuna 



FREE ADDED! Sophisticalad Wordproeeisof 
wilb enlartdid manual 



£ 59.95 



Name. 



Address 



INTERFACE 

PUBLICATIONS 

We're the Experts. 

(TRADE ONLY; Interface Publications are distributed exclusively In the UK and 
Eire by W ti S DLsmbuicrs. Expon trade handled by Interface PubhcaiKins ) 




Jgeify&feiKg. &U#aM$ for VIC 20 and CBM 64 




EXPANSION 
UNIT 



• 40/80 COLUMN CARD 

Tumour VfC 20 irno-i ryoltislorial ewnikjUsi^ 
40 at S3 Miuflftni instew or 22, ttff ahmp andj £ 55.95 

ill*!* lutB, Try It out W*tt»iil oWlgal.on' 



• 64 k RAM + 2 k EPROM 




EPROM CARD 



• EPROM PROGRAMMER I 

1or 2716, 2732, ZTOi, 27120, 2U2 EPHOM5 J * 
C*n ennly canneclBd Id yojr compulcr^ 
COM'Ol EPfiQM £ (.SO 



• EPROM- ERASERS 

IIIMI * CP ROMS- *lrnulUriBW»ly 



•EXPANSION UNIT 

Willi £ s.kri5. r\ilry Dutlm-nd, 
switch** fat d*s#*ciing slota , 

VIC 20 £ 29.95 * CBM 64 E 36.95 




• MACH3 



pjr .r.put 
serial Inpul 



par •- .1 1 - J ' 
ptt. Outjhjl 




PRINTER BUFFER 



USE 
E B4 



iw tn «ir p*(x*uci». Dealer inquiries invited 4 



^^^^ ■ All pricese^ctude VAT. Snipping cons, £ 1.50 

^^flj ^P^L # Supplier 10 schools. yniMcrsi'lies and , 

"Vj ■ government depailmcnls, £ 

jgP^H (j LJ »j •Wn ft a *e good documenialion of ail gyr 

^F^^ B 1«_B products, Irop of charge. 

tym,%3. ^HW" S ^H^T * All oqutpmcn" can be iried oul uuithoyl 

_ _ _ _^ ^_ _ _ _ _ _ □ tjligalicm; il ie turned undarnjfl.ed vnithm 

iRONI S 1d J days, yott Only p?y postage and packing 

149 KiNGSTREEJ * GT. YARMOUTH NR30 2 PA * TEL:(0493) -2023 

INASH HOUSE) 



Educational Software 1 |_CL 



MICRO 
MATHS 




BBC Micro 

ZX Spectrum 

unexpanded VIC 

Electron 

ZX81 

Apple 

PET . 
Commodore 64<c^8^ 
All software for the 
above computers. 



MICRO MATHS 24 program revision or self tumcn course to O- Level. 
£24.50 Except ZXBl tl 2.SO r 

BRAINTEASERS iBBC, Electron, CBM 64 1 £5.95 . . an interesting 
and amusing challenge . , . you'll like this bock ' ' 

ELECTRON USER 

PICTURE PUZ2LE5 (BBC & Electron only Early learning fun 
ijsmg educational tests. 3D graphics. TS 50 

ANIMATED ARITHMETIC Teaches using moving colour pic lures I not 
words > Ages 3 8. C6 .50 I disc C7 .50I 

MASTER MATHS i Apple. Pet and CBM 64 only) 50 program O Level 
course c teacher's aid r amazmcj qr^fituris 

. . ifre programming standard is high. The programs are tobusi ..." 

TIMES EDUCATIONAL SUPPLEMENT 

IMMEDIATE dispatch Micro Maths, and Master Maths. Phone or send 
orders or requests for Iree catalogue 4 2QQ programs! to; 

Woftd Jeatiers m Mafhs estticatianai tvHwit? 
I I t&SfribrtferS in 24 CQrt/>tf*es). 



26 Avondale Ave. 
Staines, Middx. 
Tel :0784 58771 

24 hrs. Orders 



iifNCRUUS TRADE 
DISCOUNTS 



BB ORDERS 

ing that changes every couple of 
minutes, This reaffy is a show-stopper 
that requires very little keyboard dex- 
terity. There are short routines for 
DELETE, MERGE and RENUMBER 
(including GOTOs and GOSUBs), and 
substantial listings for painting with 
block graphics, filing, data manipula- 
tion an d a ' M ast e rm i n d'-ty pe base i nt o 
which you can enter your own quizzes. 
The generous sections on finance, 
music and'The 64 as Secretary all de- 
serve some scrutiny This is one that'll 
really get your computer working for 
you. 

Despite the opening gambit, I can't 
claim any great affinity with adventure 
games. It therefore cameasa pleasant 
surprise to come across Commodore 
64 Adventures by Mike Grace. The book 
itself is something of an adventure, its 
author even admitting that before he 
started on the book he was a f ai rly inex- 
perienced programmer In Part 1 he 
takes you through some of his own pit- 
fal Is and perils, at th e same time givi ng 
you a basic f ra me work on which to ha ng 
y o u r own ad ve n t u res. Pa rt 2 (so me 1 20 
pag es! ) takes you step by step through 
all the mod ules which make up 1 N ight- 
mare Planet' — a compfete ad venture 
by the author, which all but overflows 
the 64 s available memory capacity! 
Lots of nice touches here: sprites, sound 
effects and — that vital ingredient — a 
sense of humour Three appendices 
contain variables and flow charts just 
to help you find your way around the 
listings. If you haven't kissed a princess 
lately, GOTO line 14000, this should 
convert you! 

Ian Stewart and Robin James have 
written extensively for Shiva's 'Friend- 
ly Micro' series. Their Easy Program- 
ming for the Commodore 64 is, in their 
own words/ 1 intended to bridge the gap 
between the Manual andihe Reference 
Guide". It does just that, with admirable 
layout lots of diagramsand sometruly 
appalling puns Some of the listings 
may lack elegance but they do work 
and are easily understood. Interpel- 
lated into the text are six very useful 
sections on debugging which could 
save you hours of nail- chewing. The 
short intro to hi-res graphics will get 
you drawing circles and polygons at 
the drop of a pixel. Nice one! 

At this point the books started get- 
ting weightier and invariably more 
pricey. It s interesting, incidentally, to 
note the arrival of many of the well- 
established doyens of publishing into 
the micro arena: Duckworth, Prentice- 
Hall, Hodder&Stoughton — even Mac- 
mi Man's elder statesman (remember 
Super Mac?) has been snapped within 
g ropi ng d istan ce of a Speccy B iog ra p- 
hies and cookbooks are evidently not 
making the charts these days. 

Duckworth, with a long list of intrigu- 
ing titles in the pipeline, hit the racks 
early on with Pete Garrard's Using the 



64. Here, though, after only 60-odd 
pages of th e usua I prelims, we' re st raight 
into machine code; an Assembler is 
i ncluded to he Ip you on you r way. Th ere's 
also a very useful routine for program- 
ming the function keys — a subject 
w h i c h se Idem getsmuch cove rage. The 
section on graphics is skimpy but this 
is well compensated for by the excel- 
lent documentation on sound. You can 
boogie with Jim Butterfield, play varia- 
tions on the Ctose Encounters theme 
and use your keyboard to play in har- 
mony. All this and we're only half way 
through! Further along there's info on 
peripherals, memory maps, chip con- 
figurations . , . it's all in there some- 
where, J have only one gripe: this isafat 
book of almost Harold Robbi ns propor- 
tions; open it flat at the side of your 64 
a n d t he pag es d ro p away from t h e g I u e 
like autumn leaves Publishers please 
take note: if you can t run to a stitched 
binding, at least bench-test your glue. 
Nevertheless, this is definitely one for 
your short list. 

Commodore 64: Getting the Most 
from it by Tim Onosko is of American 
orig in. This one's very we 1 1- sti tch ed, a nd 
well-heeled to boot The larger format 
and high quality print make it a plea- 
sure to pick up and use 

All the usual ingredients are here: 
basics first colour, graphics and sound 
not forgetting joystick routines. I par- 
ticularly liked the chapter on word pro- 
cessing which contains an evaluation 
of four of the most popular packages. 
This even tempted me into sampling 
Easy Script, which Tm makinggood use 
of forthisarticle.The 1 OOplus pages of 
appendices are even meatier. There's 
breezy Jim Butterfield Exploring' as 
usual: Paul Schatz on 'Graphics 1 (in- 
cluding a Gothic character set gener- 
ator); and Dr Frank H Covitz on The 
WeH- Tempered Computer' (or sounds, 
to you). Check it out . . . it's worth its 
weight in Chinese Jugglers. 

Another American import is Your 
Commodore 64 by John Heilborn and 
Ran (US-ese for Ron?) Talbot This again 
u ses a la rge format and cove rs more o r 
less th e sam e g ro u nd as O nos ko above 
It'sverygoodonexplainingsomeofthe 
harder-to-grasp concepts of symbolic 
logic and Boolean operators (by using 
a simple supermarket analogy), and 
particularly c lea ronthe use of th e d isk 
drive and printer. By and large, how- 
ever Onosko & Co win hands down. 

Meanwhile back on the home front 
Winning Games on the Commodore 64 
(Ellis Horwood, £5.95) recently caught 
my eye lis authors, TP Barrett and SW 
Col will, have perhaps been over-modest 
in their choice of title. There's far more 
here than a score of clearly printed 
games listings and how to win 'em, The 
first 100 or so pages are jam-packed 
with programming hints: Interesting 
POKES 1 ; multi-colour and hhres sprite 
demos; joystick routines, including one 
in machine code for greater speed; 
sound effects; and one I can't wait to try 
— aspaceagecharactersetlOnlyafter 
thatdowe get down to theserious busi- 
ness of the games themselves. Apart 



from the standard caravanserai of 
■Za ppy Zoo kers h a nd 4 Cosm ic Ca pe re rs' 
there' s a usef u I'Drum Kit for bass, sna re, 
high and low tom-toms and the intri- 
guingly UUedAttackofthe Tomato: " Let 
more than five past and your city be- 
comes ketchup! 11 . This one gets my 
Value for Money Award 1 for the month. 

And tnat little lot is by no means all 
Mark Greenshields' Mastering the 
Commodore 64 devotes a great deal of 
its space to machine code and we ll be 
bringing you some of his programs in 
Your 64 . T here' salsoOavidL a wre n ce & 
Mark Eng land's Machine Code Master 
(Sunshine, C6.95) which gives a full 
Assembler listing and many routines 
for extending Basic, Another typing 
marathon, this one. 

So, with apolog ies to the dozen or so 
authors we've had to miss out, yer pays 
yer money and yer takes yer choice. 
Spend some time in a large book- store 
leafing through as many of these titles 
as you can before sheiling out the 
green ies. If you can afford 'em all, wed 
like to meet you. 

It's now quite clear that the last 12 
months have seen the 64 really estab- 
lish itself, not only as a fine machine 
within most people's reach, but also 
one that's been written and written 
about And there's going to be plenty 
more where that came from Watch this 
space. □ + 

THE STORY SO FAR 



Commodore 64 User* Guide, 

supplied free with your 64. 
The Programmer's Rtlerence Guide. 
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Commodore 64 Computing* 

by Ian Sinclair, Granada, 

ISIN 0-245-122S5-7JS.95. 
Software 64, 

by Owen Bishop, Granada, 

ISBN0-24E-IZZ664, £5.95. 

The Commodore 64 Gaines Book, 

by Owen Bishop, Granada, 

ISBHQ £46 -IZZ53-7. 

The Working Commodore 64, 

by David Lawrence, Sunshine, 

ISBN 0-548401-02-5. f 5.95 

Commodore 64 Adventures, 

by Mike Grace, Sunshine, 

ISID 0*9 46401-11-4,(5.95 

Easy Program mi np for tie Commodore 64, 

by lan Stewart & Robin James, Shiva, 
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Using the 64. 

by Peter Gerrard, Duckworth, 

ISINO-71SM777-* £9.35. 

Commodore 64: Getting the Most Frim IL 

by Tim Onosko, Prentice- Hall 
ISBN 0-99303-360-4. uj& 
Your Commodore 64, 

by John Heilborn and Ran Talbot, Osborne/ 

McGraw-Hill, 

ISBN 0-88134-114-2. f 10.00, 

Winning Games on the Commodore 64, 

by TP Barretts SW Colwill, Ellis HorwoodL 

ISBN G-B531 2-695-X £5.35. 
Mastering Ihe Commodore 64. 

by Mark Greensneilds, Interlace, 

ISBN 0-9D75E3-38-4, [7.95. 
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by David Lawrence & Mark England, Sunshine, 
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A truly remarkable depiction of life cycles in a 
freshwater environment. A semi -educational pro- 
gramme with high resolution graphics, crammed 
with thrills, spills and excitement, featuring: 

Amoeba (Rhizopoda); Hydra (Chlorohydra 
Viridissima); Dragonfly (Erythromma Najus); 
Bloodworm (Phylum Platyheminthes); Jellyfish 
(C rasped acusta Sowerbeii); Beetle Larva 
(Macroplea Leachi); Spider {Argyronata Aquatica); 
Water Fleas (Scapholeberis Mucronata); Bumble- 
Bee (Bombas Lapidarius); and our special guest star 

THE COMMON FROG 

(Rana Temporaria) 

Awesome . . . in its conception 
Brilliant . . . in its depiction 
Dynamic . . . in its execution 



"Savage Pond is a real joy. A totally unique concept, well 
thought out and superbly programmed. Whilst a far cry from 
the usual arcade action it retains all of the excitement. It is an 
ideal family game and children and adults alike will marvel at 
the graphics and storyline . . . you will not find such an original 
and compelling game anywhere else. Buy it and sit back 
knowing that one of the most original games ever programmed 
was written here in Britain." — PAGE6— an Atari Users Magazine. 



CENTRESOFT 

(021-520 7591) 



DISTRIBUTED BY 

P.C.S. LIGHTNING CALLISTO TIGER 

(0254-691-211) (01-969 5255) (021-643 5102) (051-420 8868) 

F STARCADE SOFTWARE, 2 El worthy Avenue. L26 7AA. 



IF IN 

DIFFICULTY 
RING OUR 
SUPERFAST 
CREDIT CARD 
SALES LINE: 



ASK YOUR 
LOCAL DEALER 
OR 
POST THIS 
COUPON 



051-487 0808 (24 hours) 



Please rush me copies of SAVAGE POND suitable 

for Atari/Commodore 64 (DISC/CASSETTE), 

Please debit by Access Card < 0 * f * t& as **m**fi\ 



Number 



TTT1 



I enclose Cheque/ P.O. for £. 

Name + + ■■.».»#■•■ ■ < 

Address , , . * ». ■ 
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The computer industry's attention seems momentarily 
captured by Sir dive's Quantum Leap into the small business 

market And the question on everyone's lips is whether 
machines like the SX-64 are going to stand the competition. 
Join Henry Budgett at his bench and find out if Commodore 
have missed the business boat . . .. 



As a home computer the original Com- 
modore 64 was a remarkably well 
thought out piece of equipment 
Designed to compete with the likes of 
t he Atari 800 (a n d t h e Ap pie 1 1 if we a re 
to believe Commodores marketing) the 
mach i ne offered so u nd, colo u r g raph ics, 
sprites and much more. All the results 
of you r p rog rams or the vario u s ga m es 
displays could be produced on a stand- 
ard colou r tele visi on or a n o pt i on a I h ig h- 
quality colour monitor. 

In order to bring out the best of the 
machine's hardware features, provision 
was made for programs to be loaded 
either from cassette or cartridge and, 
should the user actually be interested 
in developing software or learning to 
program, the range of Commodore 
disks and printers could be added. All 
seemed hunky dory, the machine sold 
well and, with the vast library of soft- 
wa re a va i lable from the earlier days of 
the Commodore PET and its 3000 and 
4000 cousins, it was only natural that 
the small business angle should be 
exploited. Sadly, this is where the nicely 
balanced equation starts to fall apart. 

The f i rst i n kli ng that Co m m odo re was 
prepa ri n g t o attack the desktop m arket 
with a Com mod o re 64- based machine 
came at the 1982 Winter Consumer 
Electronics show where the company 
displayed a trio of 64-based portables. 
At this time the only other portables to 
wield any real impact in the market we re 
th e Osbor ne a nd i ts i m itato rs; t hat made 
t he con ce pt rat her interesting, Thefirst 
European showing of the machine took 
place at the annual Hanover Messe in 
April of last year. The neat and attractive 
styling met with general approval from 
both the dealers and the computer 
press and the final version, the SX-64 
wasf i nally th ru st on to t he m arket a 1 1 he 
beginning of the year 

But — and ifs a big but — since the 
original showing of the machine the 
market for portables has changed 
Slightly; the question is, can the SX-64 
still compete with systems tike the 
Compaq, Hyperion and Apricot to 
mention but a few? Clearly Commo- 
dore be I ie ves it can a nd, with a p ri ce tag 
of less than €900, its only immediate 



competition would appear to be the 
Wren, However, if anything is going to 
upset the marketing of the Commo- 
dore SX-64 i t is n't th e price or th e sty I i n g 
but more the actual capabilities of the 
hardware For, whisper it not, under that 
fa ncysi Iver-g reywrappingallisnot as it 
should be . . . 



The Superstructure 

Commodore is taking care to point out 
th at the SX-64 is ' base don'theexisting 
model; in fact, the actual hardware has 
been substantially re- designed to make 
it fit the new role. The casi ng measures 
14,5 by 1 4.5 by 5 inches and it's made 
of a pleasant silver-grey plastic with 
black grilles and a black fascia. The lid 
of the case detaches to reveal the in- 
tegral screen and disk drive, while the 
lid itself contains the keyboard. 

The carrying handle deserves part- 
icular mention. Specially designed to 
make carrying the $X-64s 2 4.6 lbs a 
very unpleasant experience, if s been 
cove red i n a ha rd, n o n-s I i p pi a sti c. If you 
carry thething for m ore than a few yards 



the handle pattern gets indelibly 
stamped into the palm of your hand! 
The same handle is also fitted with locks 
allowing it to act as a rigid stand for the 
SX-64 when the device is being used 
desktop style. 

To the rear of the case is a heavily 
h eatsi n ked area t hat h o uses t h e va ri ou s 
components of l/Osocketry The power 
cable, mains switch and fuse are 
mounted on the right and the supplied 
cable came fitted with a right-angle plug 
which made it possible to use the SX- 
64 in a somewhat unconventional up- 
right position. I suspect though that 
any other leads or interface units con- 
nected to the back panel would pre- 
vent this. 

In the middle of the panel is the user 
port (actually a PCB edge connector), 
that supports any parallel devices and 
can be adapted to drive the bigger 
Commodore peripherals that use the 
I E EE 4 88 i nterface syst e m Ove r t o t he 
left are two 9 -pin joystick connectors 
and two DIN- type sockets that su pport 
the serial interface for disks and prin- 
ters and the full-sized colour monitor. 




Thm SX-64 u»#« th* currying handl* to net at a rigid stand wtitn th* machine it 
bting uted dtitktop- stylo. 
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Comparison with a standard Corn- 
mod o r e 64 i m m ed iatel y revea Is t h e ab- 
sence of the cassette connector and 
the cartridge point. The latter is now 
located in the top of the case while the 
cassette port is not implemented at al I 
on the SX-64. Also conspicuous by its 
absence is any means of connecting 
the SX-64 to a standard television set 
wh ic h m ea n s t h at you've got to buy t h e 
Commodore monitor to get a decent- 
sized display at home or the office. 
Doubtless someone will rapidly offer 
an adaptor, it should be qu ite simple to 
produce. 

The keyboard is detached from the 
main unitand the cable which links the 
two together, plugs from the rear of the 
keyboard into the underside of the main 
unit. Here there's a major design flaw. 
Forget to remove the cable before 
swinging the handle from the working 
to the carrying position and it's quite 
likely you'll smash the keyboard plug. 
Even worse — when you do remove the 
cable there's no way to plug a hole in 
the main casing that's some 1 .5 inches 
square and large enough for paper cl i ps, 
rain, etc, to fall through into the disk 
drive mechanism. Not only that both 
the power and keyboard cables are 
supposed to be placed in a special 
pouch which clips on to the handle for 
transport. I say supposed to' because 
neither of the review SX-64s I've en- 
coun tered ha ve bee n suppli ed with sa id 
pouch, which can make things a little 
awkward. Ever tried running for a train 
with six feet of mains cable strung round 
your neck? 

That Drive Again 

Once the case has been opened and 
you've assembled the machinethefirst 
thing you'll notice are the 5-inch moni- 
tor and the single disk drive. The moni- 
tor can support all the colours and 
graphics modes of the SX-64 and boots 
up in the familiar dark/light blue com- 
bination. Text display is the Commo- 
dore sta n da rd 2 5 1 i n es of 4 0 c h a racte rs 
and is quite legible — although a full- 
sized display is really needed for non- 
remote operation. Unfortunately the 
disk drive is the one we've grown to 
hatefrom the standard 1 541 drive unit; 
really it should have been replaced by 
now. Among its most com mon faults is 
a habit of not locking shut properly and 
repeated alignment problems. 

I mmed iate I y a bove the d rive is a cavity 
label led 'storag e\ Co m mod o re offers a 
two-drive version of the SX-64 in the 
States called the DX-64 here in 
Europe we get a hole? Anyone who's 
foolish enough to use the space to store 
their disks deserves to lose all their 
data; there's no shielding between the 



The disk interface 
hoard is a redesigned 
version ol the board 
from a standard 
Commodore 1541 dish 
unit Compete with an 
on bn arri processor 11 
ises ■ serial 
communication system 
1o pass data between 
the disk drive and the 
main processor and 
memory board. This 
serial transmission 
method is the main 
reason tor its 
slowness, but the 
microprocessor does 
pack foe data very 
efficiently on to lie 
disk. 



A switched mode 
power supjJly unit is 
used to drive Die 
internals oflhe SX-64 
the whole oT the rear 
panel acts as a 
neat link. 




The buiIMn 
loudspeaker provides 
I he user with output 
from the computer's 
SID chip. 



A single 5.25" disk 
drivels fitted into lie 
and dies pile lis 
slim lines ihe unit can 
prove troublesome. 
Both tie design ol (he 
door- catch and the 
problems with heart 
aligment are well- 
known, but 

Com mod ore has yet to 

fii ell her. 



An Integral 5" ctltur 
lube completes the 
system and despite Its 
small size is of 
excellent quality. The 
unit Is accompanied try 
its drlvrne PC B aid 
shielded la prevent any 
stray magnetic fields 
corrupting information 
oi the disk drive. 



Opening up the SX-64 may prove an unsuitable task for the faint- hearted 



The main processor 
and memory board is 
baied an ihe existing 
Comm adore €4 unit out 
all the I/O functions 
have been separated 
on to their own 
daughterboards* 




The I/O board provides 
all the peripheral 
interlace functions. 
Two 6522 riO chips 
tenre the user port, 
serial hi erf ace and 
HetwolavstlcK ports, 
The cartridge port Is 
connected el re tilt lo 
Ihe address and data 
busses B h r o u □ tii 

discrete interface 
com portents, as is the 
disk interface 
connection. None of 
Ihe actual connectors 
are located on the 
board; they art all 
connected through 
cables of one soil or 
another, 



The cartridge port 
sockel Is normally 

Sratected by a sprung 
ap in the top if Ihe 

case. 



SX-64 SPECS 




DISPLAY 



24 lines of 40 characters on 
integral 16 colour display 



KEYBOARD 



62 keys plus lour function Keys 
(eight functions with Shift). 



GRAPHICS 



Eight sprites plus on- key 
character graphics. Programmable 
and mu'ticolour character 
graphicsL 3Z0 by 200 pixel 
resolution in hi- res mode. 



SOUND 



Three channels, tour waveforms, 
plus programmable envelopes and 
filters 



STORAGE 



Integral 5.25 M floppy disk holding 
about 170KL 



Parallel user port, serial interface, 
two joy stick ports, cartridge port 
and monitor/sound port 



SOFTWARE 



Microsoft Basic, Easy Script, 
Easy File, Future Finance 



DIMENSIONS 



14.5* by 14.5" by F 
25.6I0S 




Volume, colour and 
contrast controls are 
located under this flap 
on the front panel. Also 
found in hereis a resel 
button for cancelling 
disk drive faults 





The original 
Commodore 54 
keyboard was rejected 
for the SX-64, possibly 
a mislay, ana Ihe new 
unified* very 

Elasiickv. The 
ey hoard casing also 
forms the lid oUhe 
main unit signals 
being Iransmirted 
through a detachable 
cable. 
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drive and the storage space, and the 
shield between it and the monitor cir- 
cuitry looks decidedly thin. Osborne 
tried this with theOI and, while it looks 
nice and logical, the idea isall too prone 
to disaster Keep your manuals and 
keyboard cable in there by all means, 
but disks — no wayl 

Ontheextreme rightof the f ron t fascia 
is a little flap tastefully decorated with 
the Commodore logo. Inside are the 
volume and colour controls for the 
monitor, together with background 
controls which set the range over which 
these operate. Also nestling in here is a 
tiny pushbutton labelled Reset Seeing 
this my heart leapt; surely Com mod ore 
hadnlfinally provided a machine with a 
real reset facility? No such luck! Apart 
from the fact that its not mentioned 
anywhere in the accompanying manual, 
it transpires the real function it performs 
is to allow the user to reset the disk 
drivewhenane rror h as bee n detecte d 
The machine itself can stifl remain 
locked-up ti II the cows come home . . . 

The keyboard has been substantially 
changed from the standard Commo- 
dore 64, It now lies m uch flatter (where- 
as the other was deeply sculptured) 
and the keys are white instead of grey. 
The layout is basically the same, the 
only obvious difference being that the 
Shift Lock now has an LED to let you 
know when it s been pressed. The feel 
is very plasticky and the keys make a 
clacking sound; and although the 
machine under test gave no trouble, a 
fellow rev i ewe r has expe rienced se ve re 
reliability problems with it. Commodore 
has followed its time- honoured tradition 
of engraving the front of the keytops 
with the corresponding graphics sym- 
bols—which seems so mewhat st ra ng e 
o n a mac h i In e t h afs i nte n d ed to be sol d 
to professionals. 



Rummaging Inside 

Taking the lid off a Commodore SX-64 
is no easy task, and indeed one well 
worth avoiding for the average user. 
H o we ve Mora re vi ewe r such tasks a re 
mandatory and although I've long since 
g ot past t he sq u earn ish stage a s f a r as 
computer innards are concerned, the 
nextf ew pa rag raphs may prove u nsuit- 
able for the faint-hearted! When Com- 
modore created the original 64 it was a 
simple, single board design. OK, so it 
needed a power supply and a keyboard 
but these are also single PCBs. When 
the SX-64 is opened you might there- 
fore, expect to find a main board to- 
gether with a power supply, monitor 
board and the disk controller. A nice, 
neat system and one that needs the 
minimum of maintenance. 
Unfortunately thafs not the case with 




CONTROL 2 
[S- FIND-TYPE) 



CONTROL 1 

(S PIN D TtPEI 



SERIAL I/O PORT 



VIDEO OUTPUT 
PORT 



3-PIN EUROPEAN 
STANDARD AC 
SOCKET 



USER PORT 



WAT EDGE 



ON/OFF ROCKER 
SWITCH 



CONNECTOR] 



FUSE HOLDER 



This is th« view y ou get from the rear of the SX-64, 



the SX-64. The original 64 board is now 
split into a processor/memory board 
andanl/O board that piggy-backson to 
it As it all that wasn't enough they've 
also separated off the cartridge con- 
nector and the rear panel socketry. All 
th is lot is interconnected by ribbon and 
bundled cables in profusion and that's 
before you add in the monitor assembly 
and the disk controller. All in all, and to 
put no finer point on it the result is a 
mess; if a cable gets broken or detached 



"Nestling in here is a 



tiny pushbutton 



labelled Reset 
Seeing this my heart 
leapt. . f ! 



in he re there's just no way a local dealer 
will be able to help Ail of this might just 
about be acceptable if the metal frame 
was substantially buift but even here 
Commodore has compromised. Quite 
howthe SX-64 is expected to be able to 
stand u pto being carted about, banged 
against walls and generally abused is 
beyond roe. 

The basic hardware design is much 
the same as the old 64, and there's still 
a dedicated video chip that handles all 
the graphics and sprites plus a sound 
c h i p(wh o wants t h ree chann els of so u nd 
On a business machine?). The memory 
arrangement is the same (although no 
traces of elephants were found) and 
despite the mutilation of the circuit 
boards the system should be entirely 
hardware compati ble with the existi ng 
64 . All t he p rocessi ng is done by a 65 10, 
an upgraded 6502-type chip and the 
operating system kernal is the familiar 
Basic2.0foundontheVIC2GandCom- 
modore 64. It's here that many of the 



real changes have been made, and all 
references to cassettes seem to have 
been expunged from the ROM so even 
if you wanted to add one there's no 
built-in driver tocontrol it 



Basic Decisions 

It s at the Basic level that one really 
starts to ask why Commodore didn't 
take this opportunity to gof or Basic4.0 
on the SX-64. After all, the language is 
well proven through the 8000 series 
and the newlyannounced 264 and 364 
machines will be using it The main dif- 
ference forthe user is that it has all the 
disk facilities built in, something pain- 
fully lacking on Basic 2,0, Before any- 
one points out that Commodore sup- 
pi i es t he D OS Wed geutilityonthedemo 
disk which rectifies this, it must be re- 
membered that the perceived market 
for the SX-64 is as a portable computer 
for professionals. Can you really see 
thef ron tiers of computer literacy bei ng 
driven back by an operating system 
that requires you to type LOAD"0;$ S \8 
and the n L 1ST j ust to get adiskdi rectory 
(wh ich overwrites the program you had 
in memory j ust for I uck)? 

Also somewhat surprising, but just 
another result of using Basic 2.0, is the 
upper case/graphics character set 
Unlike the 8000 series, and its 700 
successor, the SX-64 is stuck with 
capital letters, giving graphics when 
shifted. Great for Basic programming 
but a nuisance forsoftware houses who 
have to s wap chara cterse ts. Wh i I st t h i s 
is easily done (just pressing Shift and 
the Commodore key toggles the two 
character sets), ifs another of those 
little annoyances that detract from the 
overall usability of the machine. 

Back- Up Material 

Commodore's history with manuals has 
never been terrific, although ifs fair to 



Turbo Extended Basic 



SPRITES 




TURBO AaUxvjrt BASIC 

Ih* lt**«rtfl 4& PQWEflFUL. 
EaSV TO USE COWHANDS lp 
yMCofrrtHKUjfie 64;. 
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CENTRONICS 
IMT Eft FACE FOR THE 
COMMODORE 64 

only £29.90 
centronics printer 
Cables for: 

BBC/OftIC/ DRAGON 
ONLY £12.99 irtc VAT & R&P 



inuia 

AT 

CUD 

CSV 

DELETE. 

1XJKE 

HALT 

HIM 

JUMP 

KEY 

LOW 

MODE 

OLD 

PAUSE 

POP 

HI-', "V 

R£Pfc*T 

swop 

TC)(T 
OMUL 



MUSIC 

WNTH 




ONLY 

tl4-95l 
A2TEC SOFTWARE 



17 Station Road. 
West Yorkshire 



MirfieldL 
WF14 8LN 



TRADE & f J(P0RT ENQUIRIES 
WELCOME td C9Z4 492HG. 



DUCKWORTH 
HOME COMPUTING 

AU books written by Peter Gerrard, former editor of Cflmmodtu? 
Computing International, author of two top-selling adventure 
games for the Commodore 64, or by Kevin Bergin. Both are 
regular contributors to Personal Computer News, Which 
Micro? and Software Review. 

SPRITES & SOUND ON THE COMMODORE 64 

by Peter Gerrard 

A complete guide to using the extraordinary features of the 
Commodore 64, together with a full working explanation of the 
chips that make it possible: the 6581 Sound Interface Device 
and the 6566 Video Interface Chip, together with the processor 

that makes it all tick, the 6510. 
Sections on programming your own musical instruments, pro- 
ducing sprite and programmable character animation, make 
this the guide for users of the Commodore 64 who want to get 
the most from the special features of their computer, 

COMMODORE 64 GAMES by Kevin Bergin 
This is a collection of 2 1 exciting programs specially written 
for the Commodore 64, including Golf, Snake, Air Attack, 
Draughts, Car Dodge , Tank Battle, and Minefield. An adventure 
game is also included as well as a program to enable you to 
devise your own version of Basic by re-defining keywords. 
Each program is accompanied by notes on its structure to 
enable you to modify or extend it 
£8.95 

Other titles in the series include Using the 64, 12 Simple 
Electronic Projects for the VIC, Will You Still Love Me When 
I'm 64, Advanced Basic & Machine Code Programming on 
the VIC and Advanced Basic & Machine Code Programming 

on the 64, 

Write in for a descriptive leaflet (with details of cassettes). 



35? 



DUCKWORTH 

The Old Piano Factory, 43 Gloucester Crescent, London NW1 TOY 

Tel: 01485 3484 



NEW 
FOR THE CBM64 



/1ikuti U c\ THE SPLAT 

Incentive) challenge 




NEW 
FOR THE CBIVI64 

THE SPLAT CHALLENGE FOR THE COMMODORE 64 

CO JO 

n^NTTVE^ INCENTIVE SOFTWARE, 54 LONDON ST 
V^O^ READING RG14SQ (07341591676 



LOW PRICE HIGH QUALITY 
BUSINESS SOFTWARE FOR 
COMMODORE 64 AND 32K PET 

PURCHASE AND SALES CONTROL £80 + VAT 

Runs both purchase and sales ledgers with optional 
calculation of VAT from the gross or net amount, 
analysis by accounting period, 'due for payment" report* 
totals for net VAT and gross. Prints invoices on your 
own stationery laid out according to your own 
instructions. 

NOMINAL LEDGER £60 + VAT 

Produces trial balance and up to 20 reports in addition 
to profit and loss and balance sheet. This program is 
intended for use on its own, but it can read files set-up 
by our purchase and sales control 

PAYROLL £99.50 + VAT 

Seven rates of overtime, all tax codes* pay slips, full 
deduction cards, etc. 

COMPLETE INTEGRATED ACCOUNTING 

System for the Commodore Pets; 4082, 8032, 8096 and 
Commodore 64, from £400.00 

Write or phone for details and complete software list. 

ELECTRONIC AIDS 
(TEWKESBURY) LTD 

112, Drysdafe Close, Wkkhamford, 
Eversham, Worcestershire, WR11 6RZ 
Tel: 0386 831020 
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Sulis Software 
invites you to a private 
showing of all their learning 
programs-for just £1 




It has been calculated that 60% of 
people who buy home computers want to 
use them for educational purposes— but 
that only about 10% ever do so. 

It isn't surprising. Games are easy 
come, easy go— and are on sale every- 
where. If you buy a dud— well, better 
luck next time. 

Educational programs are different. 
You're looking for quality and lasting 
appeal — which is what Sulis Software 
programs are all about. 

Then there's the problem of level. 
Age is no guide to ability or knowledge, 
and a program which is too easy or too 
difficult isn't much use. Shop assistants 
aren't always knowledgeable, and 
magazines are full of games. People 
know it's important to choose the right 
programs— but how do you go about it? 

The pleasure of learning 

For 10 years people have been 
using our products to improve their 
language skills, Writers, journalists, 
linguists, teachers and designers have 
worked with us to create materials which 
help people to learn — and to find pleasure 
in learning. 

Now learning has a new dimension. 
Sulis Software programs offer new 
opportunities for every family to benefit 
from the individual tuition that a computer 
offers. 



A unique offer 

People are choosy about 
educational software — and rightly so, 
You need time to look at what's available 
and decide for yourself whether a 
program is right for you or for your 
family. So we are offering you a 
demonstration cassette or disk with 
samples of all our programs to run on 
your own computer in the comfort of 
your own home. 

As you see each Sulis Software 
program in action, you can judge for 
yourself what the level is; whether you 
like the content, the graphics, the way the 
screen is set out and all the other factors 
that go into a good program. 

English and French 

Sulis Software specializes in 
programs for English and French— 
although we do have other subjects. Our 
programs aren*t dull revision notes on 
screen — they are designed to improve 
spelling, vocabulary and ^ammar. 

With English programs, that means 
better results in every subject, as well as 
better results from job applications. For 
French, it means increased fluency and 
accuracy. 

Our promise: every time you sit 
down to a Sulis program, you'll 
enjoy yourself— and you'll 
learn something. 



A satisfied user 

Young A I ast air M. failed his 
English Language O Level last June. 
He got a Grade D. He wrote to us 
earlier this year: 

"/ would like lo compliment 
Sulis Software on their achievement 
in producing English teaching 
programs which are both enjoyable 
and usefully informative. 

'7 used the programs 
Wordpower and Besieged as pan of 
my preparation for my English GCE 
O level exam re-sit* which I success- 
fully passed with a Grade A result. 

H It was essential that I passed 
the exam, an English language 
qualification being essential for entry 
to universities. " 




Try before you buy 

Sulis Software sample cassettes 
only cost £L If you prefer to use a 
disk, you can order a demo-disk for 
£2, And the cost of the sample 
cassette or disk is deducted from your 
first order. 

Whether you are looking for 
games or grunt-work, whether you 
want a program for a pre-schoo!er or 
an adult— you'll find a program to 
suit you, 

Take advantage of this very 
special offer and send off for your 
cassette or disk TODAY. 

L Sulis Software Ltd 

» 4 Church Street Abbey Green Bath 0A1 1 N|_ 
^H5S* ® (0225 > Tslsx 44 4 337 Actbus GB 



^^^1 cul and mail today, while frocks Ias1. 

To: Sulis Suliware Lid.. FfiEEPDST. 4 Church St.. Abbey Green. Bath BA1 lfp 

Tick the tiglts box for your eampuit f ®nti cassette or effrk, 

BftC/B Sample A {spelling. vociMary and grammar) Cassette II □ Disk ft £3 □ 
flflC'B Sample B (French, Shakespeare and history) CttttOe W £l □ Ditk 
Commodore 64 (alt programs on one cassette of dish I Cassette o» £ I □ Disk * ! £2 □ 
Spectrum 4SK (all jircsaratms on one eastern- 1 Cassette 4? XI □ 

Please send mc a cnJtmf Catalogue of your pro-ams. □ 

Please supply (he items ticted above to (Please wrue in BLOCK CAPITALS \ 

NAME 



AIHSKI 



\ enclose my cheque/nwne>- order made payahJe to Sulis Software U«J for £ ... r r ..... . 

or — 1 wish to pay by (P**ase licit boa) VISA □ ACCESS □ MASTERCARD □ 
My ettdil can! ~~ 



number is: 
Name 

■ CK K L .".PJIAKl 



If you prefer, y™ -can order by 
phflfl* using, your credn card. 
Tel. 0225 6I929/6&206 



ON THE BENCH 



SX-64 





say that it substantially redressed the 
balance with the VIC 20 and Commo- 
dore 64 Programmers Reference 
G uides. Th e review machineca me wit h 
a single manual — although I believe 
there should have been two. The 
obvious American origins — it talks of 
'color* and I'm sure we use 220/240 
volts and not 1 20 — are minor nuisances. 
Based on the existing Com modore 64 
manual, with a search and replace 
making it the Executive instead, 
although it lacks serious programming 
notes It does provide a reasonable 
overview for the beginner. If program- 
ming of any sort is to be tackled then 
the previously mentioned Program- 
mer's Reference Guide is an absolute 
m u st a lo ng w i th o n e or two of t he i n de- 
pendant books (see reviews elsewhere 
in this issue). 



The Software Situation 

Being a bundled machine, Commo- 
dore reckons that you get £21 0-worth 
of free software and the user will pro- 
bably want to come to terms with the 
three supplied packages. Of these — 
Easy Script Easy File and Future 
Finance — I o n ly had ti me to look at t he 
f i rst. Bei ng Co m modo re's own word pro- 
cessor and already established on the 
64 it probably rate s as abo uf a ve rag e i n 
terms of usability, I'm a confirmed be- 
liever in the old saying that the only 
good word processing package is the 
one you use {Appfe writer I /e i n m y case) 
but I found no real problems with Easy 
Script The only drawback to fts use, 
and I suspect that this comment applies 
to the other packages as well, is the 
a pal I i ng ly slow s peed of Commodore's 
disks. Loading the program is slow 
enough (even the command LOAD 
"EASY SCRIPT,8,1 takes some getting 
u sed to) but waiting for a text fi le of an y 



real length to load is real torture. At 
least one software house has now 
cocked a sn ook at t he 64's d isk sys te m 
a nd u ses a ' t u r bo load' cassette syst e m 
which loads faster from tape than from 
the existing disk! Users with a burning 
desire to achieve this on the SX-64 
have, of course, been stymied by Corn- 
mod ores removal of the cassette 
port . , , 

Apart from the massive Commodore 
software library there's also a large 
supply of independently produced 
material that you can feed the SX-64. 



"The question is, can 
the SX-64 still 



compete with 
systems like the 



Compaq, Hyperion 



and Apricot t ? n 



Of course much of the 64- based 
material is supplied on cassette so the 
SX-64 user cannot yet get to it, but 
perhaps this will stimulate the disk 
market to grow. Commodore's claims 
that all existing software will run per- 
fectfy on the new machine have met 
with at least one firm rebuttal. I under- 
stand that the we 1 1- loved Pet speed 
Compiler steadfastly refuses to operate 
properly, because when it checks for 
the required dongle (a hardware pro- 
tection system that plugs into the joy- 
stic k port) it ca n n ot fi nd it. Wheth e r t h is 
problem is common to all dongle pro- 
tected programs or not remains to be 
seen but Pefspeed's authors are 
currently working on the problem, 

In terms of hardware support Com- 
modore users do better than most. As 
well as being able toadd up tof ive extra 
di sk d rives externa Iry t h e re's a ra ng e of 
printers, a pen plotter, the VIC modem 
and a choice of two full-size monitors. 
For the avid games player several 
types of joystick, paddle and trackball 




vT 



f think t preferred it when he was addicted to glue! 



are available and, for those who want 
the ultimate in one-upmanship, a 
speech synthesis module! Apart f rom 
the various Commodore peripherals a 
number of independent offerings also 
exist. 



Bud gett's Verdict 

Summing up the SX-64 its probably fair 
tosay that, in the underL 1,000 bracket, 
there's not a lot to touch it. However, to 
call it an Executive computer and target 
it for serious busi ness use is a different 
cup of meat If your company uses any 
system other than Commodore for its 
main computing, then there's little point 
in buying an SX-64 because any data 
stored on itsd isks will bevery diff icuftto 
retrieve— and, surely, that's what port- 
able computers are all about? For the 
person who needs a truly portable 
computer system, the weight of the SX- 
64 puts it i nto t h e c lass of t h e 1 ugg able' 
rather than the truly portable. Some- 
thing like the Epson HX-20 or Tandy's 
Model 100 wouki, perhaps, be rather 
more suitable. 

What the SX-64 does have going for 
i t thoug h t is the vast a m ou nt of s u pport 
generated by the PET 3000, 4000 and 
Commodore 64 systems. Almost any 
software package you might require 
ex ists a n d if i t doesn't, t h e n t h e ra nge of 
available languages is sufficient to let 
you develop it foryourself .The promise 
of aCP/M cartridge for the SX-64 would 
increase this library su bstantially to in- 
clude some of the most popular busi- 
ness software available, given that it 
can be implemented within a 52K 
mac h i ne (Co m modo re 1 s i nte lligent disk 
system may also prove a stumbling 
block here). If they really do get a true 
CP/M system operating then some of 
the other arguments also vanish 
because most micro-based business 
systems do use CP/M as their prime 
operating system. 

When I first reviewed the Commo- 
dore 64 I felt strongly that all the nice 
facilities provided had been distanced 
from the novice user; ifs very difficult to 
write programs using the sprites and 
so u n d {$imo ns Ba sic not wi thsta nd i ng) 
unless you can program in Assembler. 
In much the same way I feel that the 
potential for a sub-ClOOO portable is 
la rge enou g h to have j ustif ied C om mo- 
dore putting a little more effort into the 
SX-64 than it has. Osborne got away 
with a tiny screen by keeping it black 
and white and scrolling it over a full 
sized display with some very clever soft- 
ware. Commodore has just left it as it is 
and 40-column word processing is no 
fun at alt for someone used to a full- 
screen display. 

Just who win buy the machine is 
uncertain. I'd put my money on the 
growing market that wants a colour 
graphics home computer that's neat, 
doesn't have miles of loose wires, 
comes with some standard software 
and doesn't cost both legs to buy. Pro- 
fessionals and busfnessmen? f think 
they II demand something a little more 
prof essionaf and businesslike, □* 




Comin g soon, a new Modem 
that's four times as fast 



and half the cost of the one 



you've been lookin g at. 



Introducing an exciting new concept in computer communications — the Protek 1200 Modem. Specially 
designed to establish a two way computer Jink-up via the telephone, the Protek Modem transmits and 
receives information four times faster than any other 
model currently available at the price, 

With so much to offer at such a competitive price, the 
Protek Modem is well worth waiting for. But don't worry, 
you won't have to wait too long. 



Two operating speeds: • Battery powered (40 hours 



Model 1200/1200; 
Mode 2 1200/75 

A ceo u stic coupling 

Flexible design for 
perfect acoustic 
connections 



from 4AA 1.5V battery) 

• LED indicator 

• Available for delivery 
1st June 1984. 

Protek 1200 
Modem— 



£59.95 



CONNECTS TO ANY 
RS232C COMPATIBLE COMPUTER 


SPECTRUM 


(INTERFACE REQUIRED) 


omc 


(INTERFACE REQUIRED) 


BBC 


(CABLE REQUIRED) 


ELECTRON 


(INTERFACE REQUIRED) 


VIC 20 


(CABLE REQUIRED) 


COMM. 64 


(CABLE REQUIRED) 




VISA 



Protek Computing Ltd T 1 A Young Square, 
Brucefield Industrial Park, Livingston, West Lothian. 0506 415351. 
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HOLY JUPITER ITS 

JUMPMAN/ 

Epyx has contrived a watertight connection between rockets, 
ba ts, ladders, dragons, snowf lakes, girders and copycats. It's 

called Jumpman, a Donkey Kong-like game for the 
Commodore 64. Bob Chappell overviews, while Ian McKinnell 
offers the benefit of some hard won nutterist advice. 



Jupiter Headquarters has been infilt- 
rated by the Alienators. These little ras- 
cals have planted several bombs on all 
of HQ's thirty levels — they obviously 
like to do a thorough job. Is there a 
huma n brave e nou g h t o clef use al I th ese 
bombs and so reprieve this magnifi- 
cent la n d m ark? O n e pac e f orward steps 
a strange little figure wearing an out- 
board motor where a rucksack wou ld 
normally be, Its none other than the 
legendary superhero, Jumpman (who 
else but a superhero would be stupid 
enough to volunteer?). 

You w il I be t h e f or ce that d rives Jump- 
man to feats of unparalleled daring. It 
well be your skilled and nerveless mani- 
pulation of the joystick that will enable 
him to skip along rooftops, to leap gaily 
over yawning chasms, to shin lightly up 
and down ropes, ladders and girders, 
and to break all speed records along 
narrow walkways: 

Like Peter Cooke's Leaping N uns of 
Norwich, Jumpman loves to leap, and 



leap he must Both high jumping and 
long leaping will beessential activities 
if h e is to d ef use the bo m bs wh i c h have 
bee nseededinallsortsof in accessi b le 
and dangerous places. He will need all 
of his rocket-assisted prowess to avoid 
the many deadly hazards that will be 
encountered, Fortu nately, notonfy has 
he the agility of a cat but most of the 
luck of one, too — he has seven lives. If 
you think that sounds over generous, 
remember that there are 30 different 
level s to cl ea r, each wit hits own collec- 
tion of bombs and perils. Seven lives 
seems pretty stingy when you 1 refaci ng 
that sort of challenge, 



Jumping To Attention 

The game is on ly available on disk and 
loading and running is simple — just 
insert the disk and type LOAD "*\8 P 1. 
While this is going on you'll be rewar- 
ded with your first view of Jumpman. 
Once loaded, the program colourfully 



displays the publisher's name to the 
accompaniment of a merry tune — and 
then goes into an animated program 
title display; the sequence continues 
until the Return key is pressed. 

Ever onward to the first point of deci- 
sion where a menu offers five game 
options: Beginner, Intermediate, Ao> 
vanced, Grand Loop and Randomises 
Thefirst three have eight, ten and twelve 
unique levels respectively. Suc- 
cessfully completing any one of these 
threegroups suppiiesthe heart-warm- 
ing view of HQ with the lights on in the 
appropriate building — what better re- 
ward for a superhero? G rand Loop will 
take you through every single level in 
sequence; I don't know what the reward 
is for finishing that — probably some- 
thing stupendously gratifying like a 
'Thanks, Jumpman' sign displayed on 
top of Jupiter HQ. Randomiser always 
starts with the episode called 'Robots 
ll p but thereafter each of the other 29 
episodes will be seized at random — a 



MCKINNELS GUIDE TO JUMPMAN ADDICTIONISM 



Jumpman is not a game that encourages those with 
strained face and a desire to 'shoot 'em up\ True, a 
great deal of skitful joystick manipulation is essential, 
but so is sweet reason and an awareness of the 
underlying logic of each level. Many levels have 
distinct causal relationships within their structure (for 
instance picking up one bomb may cause a barricade 
to be built around another); understanding and dealing 
with these factors will stand you in much greater stead 



on the high scores tabie than any proven ability to be 
able to blast down Mekons at the arcade. 

So you want to know how to complete all 30 levels of 
the Grand Loop and gain our M eg a-T rain spotter- of- 
the-Year Award? Okay, that's simple. Just play it for 
hours and days and weeks until you die of terminal 
over-consumption — or on the other hand you might 
read on and glean something from the ramblings of a 
seasoned J u m p f rea k 




EASY DOES IT If you can't get past this 
level without any help then perhaps 
you should seriously investigate the 
second-hand value of your disk; and if 
you can't achievea bonus of at least a 
thousand points, then you're not even 
trying. 



ROBOTS | j ust as in 'Robots I r, these 
little chappies are not exactly blessed 
with a full set of marbles — they always 
take the same course around the 
maze, except here they only move to 
their next location after you pick up a 
bomb Take the bomb in the middle of 
the screen last and be grateful there 
are no *$$&**! builetsl 



BOMBS AWAY What this shot doesn't 
show are some very nasty red bombs 
that fall from the top of the screen — 
and the US Surgeon General has 
determined that these are most 
hazardous to Jumpmans health. Don't 
go to the very top of the screen — take 
the girder below and jump across 
using the rope. 



HOLY JUPITER ITS 

JUMPMAN.' 



great way toget to lay hands on parts of 
the game you might never get to see 
otherwise (assuming you can over- 
come Robots II,) which itself is no 
picnic 

Not content withgivingyou30le vel s 
to contend with, our programmer, the 
sadistically brilliant Randy Glover 
al lows one to choose from eig ht speed 
levels. The game defaults to a medium 
speed— while at speed 1 , (the fastest), 
you need to be Superman, not Jump- 



man. Pressing a number from 1 to 8 at 
anytimecausesyournextJumpmanto 
operate at the new speed. Up to four 
p laye rs may ta ke pa rt a nd th e prog ra m 
will remember whose turn it is and who 
has or has not been eliminated. 

Thediskhasnowrite- protect ta b o n it 
— with good reason because the pro- 
gram write s the top twen ty scores, bo n- 
uses and player's initials away to the 
disk after each round. Next time you 
play, your friends can all have a good 
laugh at your previous pitiful efforts. 
Should you wish to wipe off incriminat- 
ing scores, pressing theCLR key while 
the program is loading wil l ensure your 
reco rded f ai I u res are e rased f or a II ti m e; 
you can start off with a clean sheet if 
not conscience, 



It takes only a few minutes 1 practice to 
get the hang of controlling Jumpman. 
Mo vi n g the joystick I eft ma kes h i m spri nt 
westwards, right to dash eastwards, 
forward to shin up (a ladder, girder, etc), 
backtoclimbdown again. Pressing the 
fi re button causes him to leap vertically 
like the proverbial scalded feline and 
pushing the joystick either left or right 
while depressing the fire button will 
cause him to execute a balletic leap 
that would make Rudolf Nureyev tear 
his tights in envy. 

Unfortunately for a superhero, Jump- 
man is not quite infallible. If you make 
h i m st rol I off the edge of a g i rde r, h e wH I 
oblige and then plummet earthwards, 
bouncing painfully off any object that 
impedes his descent Jumping gaps 



r~ 



HOTFOOT 



YOU START HERE 
— DON'T TOUGH 
THE BOMBS AT 

EITHER SIDE, 
lfOU CAN SET TO 

THEM LATER. 

DON'T TOUCH 
THIS B 0MB (OR 
ANT OTHER ON 
THE WAT DOWN] 
OR A BARRICADE 
WILL BE BUILT 
AROUND THE 
BOMB AT THE 
BOTTOM AND 
THEN THE ONLY 
WAY TO COLLECT 
IT WflLL BE TO 
STAND ON THE 
BARRICADE AND 
WAIT FOR A 
BULLET TO KILL 
YOU, GATHERING 
f HE BOMB AS 
YOU COLLAPSE. 

A GAP WILL 
APPEAR IH THIS 
LADDER AFTER 
PICKING UFA 
BOMB ON THE 
FLOOR — SO 
ITS NO-GO. 
EXIT-WISE. 




JUMPtff H 

'miff 
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RUN SPEED 84 
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PICKING UP 
THESE BOMBS 
WELL EXTEND 
THIS PLATFORM, 
ENABLING YOU 
TO JUMP TO THE 
CENTRE, 



TO SET ON TO 
THE LOWER 
PLATFORM JUMP 
FROM THE 
MIDDLE OF THIS 
ONE. 



PICKING UP THIS 
BOMB WILL 
CREATE A GAP IH 
THE LADDER 
OPPOSITE. 



JUMP OVER THIS 
BOMB OR 
ANOTHER 
BARRICADE WILL 
RE BUILT 
ABOUND THE 
OTHER BOMB. 



*Hot foot' is the seco nd le vel of th e i nterm ediate stage — end it's one you'll soon learn to know , and hate. Not only do the 
bombs have to be cjathered in a very specific and complicated order, but every time you make a jump the girder beneath 
you deteriorates, jeopardizing your progress when you return to that point. And if that weren't bad enough, the bullets — 
two of them at any one time — are particularly nasty. You'll be very lucky toget through this level without having to witness 
a burial at sea, 
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JUMPING BLOCKS This one s more 
infuriating than difficult. The nasties 
here move in the same way as the 
butlets (except there are far more of 
them), but instead of killing you they 
just make you jump — literally. This 
may be of little consequence — unless 
you happen to be on the edge of a 
platform, whence they will send you 
plunging into the abyss. 



VAMPIRES In many ways this is the most 
difficult of the first eight levels -~ and 
the one where I tend to lose the odd 
member of my team. The vampires 
don't come for you until after the third 
bomb is taken but unlike robots, these 
nasties are intelligent and know where 
you are; they come homing-in with 
their sonar. Don't let them come too 
near, and keep moving all the time; 
things get easier with . . . 



INVASION You can relax, this level is 
easy There's only one bomb to collect 
and the nasties are a few pink discs (of 
the alien kind) which pose little in the? 
way of a threat You have a choice — 
eith er go for a few po i nt s a nd s h oot- u p 
these innocuous beasts at a mere 25 
points each (but as your bullets seem 
inexhaustible, an enormous number of 
points can be gained by the patient 
trai ns potter) or you can just pick up 
the bomb and go on to . . . 



that are beyond his ability, tripping over, 
and leaping off the edge of the screen 
are similarly catastrophic manoeuvres 
In fact you get some very funny anima- 
tion as poor old Jumpman plunges to 
earth. 

In addition to coping with ropes, lad- 
ders and girders, there are many other 
headaches. White every level has a dif- 
ferent layout, it also has its own set of 
hazards. Each leve I i s se pa rately na med 
and is read in from disk when needed, 
hence there is no cassette version, 
'Bombs Away* has you dodging what 
appear to be Wo rldWarOne bom bs — 
large, red, pot-bellied missiles with pro- 
pellers on top, 'Vampires* has three 
sleeping bats which, one by one, take 
very realistic flight after you. 'Dragon- 



slayer* has you pursued by some Loch 
Ness nasties, with no obvious way of 
escape. 'Robots II' has four cute but 
lethal robots scurrying round the layout 
trying to trap you (the a n imatio n of t h ese 
robots is lovely; I always end up laugh- 
ing so much that Jumpman gets polish- 
ed off in the mirth). 4 Ladder Challenge 1 
has a large swi ng i ng I add e r on to wh ich 
Jumpman must hurl himself; trying to 
stay put produces some hilarious 
effects, especially if our hero has a poor 
gripon the ladder. 5 Figurif isa puzzle — 
do things in the wrong order and you II 
neve rtinis h. ' Watc hOutBe low 3 has t h e 
gi rd e rs d i si nteg rati ng wh i le ' R u na way 1 
h as th e bombs you a re try i ng to col lect 
float away like balloons. 'Freeze' has 
some dancing snowf lakes which 



momentarily ice you up if touched, 
N ea riy eve ry level has b u I lets wh i zzing 
around — ammo which seems semi- 
intelligent so you've got to have fast 
reflexes. And these are just nine of the 
levels; there are another 21 which in- 
clude gun fighters, copycats, robots, 
grand puzzles, barrels, elevators, hail- 
stones and other weird and wonderful 
challenges. 

I'll Give It Foive 

Jumpman comes attractively boxed 
along with a leaflet that gives clear play- 
ing instructionsand useful hintson tac- 
tics Overall if s a superb game — funny 
challenging and tremendously varied. 
The animation is masterly. □ * 



ROBOTS II 



rOU START HERE 
- H AVE TOUR 
JOYSTICK 
PUSHED TO THE 
RIGHT IN 
ANTICIPATION 



PLAIN SAI1IN6 
DOWN THIS SIDE 

OF THE BOARD 
— THE ROBOTS 

ARE ALL BUEf 
ELSEWHERE- BUT 
DO N'T HESITATE 

TOR A SECOND 
OR... 



THE ROBOT WILL 
SET DOWN THIS 
LADDER BEFORE 
TPU PASS IT 
AND THEN 
YOU'RE IN 
TROUBLE. 




WAIT HERE FOR 
THE ROBOT TO 
COME BACK 
DOWN THE 
LADDER 



BE CAREFUL NOT 
TO CATCHUP 
THE ROBOT HERE 
— IT'S SLOWER 
THAN VCLJ. 



FINISH HERE 
AND YOU 
SHOULD HAVE 
GATHERED 
BETWEEN BOO 
AND 1 1 DO 
POINTS. 



IF YOU SET INTO 
TROUBLE YOU 
CAM WAIT HERE 
FOR DAYS AND 
THE ROBOTS 
WON'T BE ABIE 
TO GET YOU. 
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This is always the first level you'll meet on Randumis*r, so mastering it is important. The robots may seem intimidating at 
first, but you soon realise that they are actually very thick — they always follow the same route, and they can 1 ! jump gaps. 




GRAND PUZZLE 1 There are also two ways 
of approaching this level The screen 
finishes when only four bombs remain, 
and each bomb is worth only 1 00 
points — except for the four at the very 
top, which are worth 500 points each. 
But to reach these you have to build 
an extension on to the ladder, it might 
take you a while to figure out how to 
do it 



BUILDER This is not a very tough level — 
which is fortunate perhaps because at 
this stage youYe probably j ump- happy 
and \r\ severe danger of blowing it. 
Four of the bombs and their 
supporting girder work are hidden and 
will only be revealed when the rest of 
the bombs are harvested. But the 
biggest problem is the bul lets; they 
come two at-a-tlme now and are 
particularly vicious, giving a portent of 
the difficulties to be encountered 



THE BUILDING It'll probably take you 
hours and hours to become skifled 
enough to reach this. Some people 
whove owned the game forages have 
still never made it So, as one relaxes 
one's grip on the joystick and slumps 
back i n the cha ir j u bi la nt an d e lat ed, 
the thought slowly emerges that it's 
now 3am and you've just spent god 
knows how many precious hours of 
your all-toO'Short life — for this? 



SOUNDS LIKE 

SYNTHY 

To experience the full power of the Commodore 64's 
sophisticated sound chip, you need a more direct route than 
Basic Bob Chappell reviews Synthy-64 (written by musician 
Roy Wainwright,) which goes a long way towards letting you 
explore S/D J s symphonic potential 




Although the Commodore 64 has 
p o we rful facilities for c reati ng m usic t i t 
only has two Baste commands (PEEK 
and POKE) with which to access and 
control them. Using these commands 
isbothcumbersomeandcomplex,and 
makes the resultant program listings 
extremely difficult to follow. 

Synthy-64 has been designed to en- 
able you to make full use of the 64 + s 
excellent sound capabilities in as sim- 
ple a way as possible. Ifs a special inter- 
preter which, when fed with simple state- 
ments representing a musical com- 
position, will translate and execute 
them. The program thus enables the 
users to tu rn the Commodore 64 into a 
powerful music synthesiser, and spares 
them thepain of having tocope with the 
inadequate set of Basic verbs which 
the 64 has allowed for this pu rpose 



Tuning-Up 

The program comes, complete with 
manuaipOn disk or cassette. The manual 
has separate set-up instructions for 
both media and i retaliation is merely a 
matt e r of load a n d ru n. To k i c k t h i ng s off 
the screen first displays the program 
logo — to sound accompaniment — 
and invites the user to try the sample 
compositions. These are held as one 
separatef tie on the media and the pro- 
gram will automatically load them in if 
selected. If not a quick press of the 
Shift and C keys will have Synthy-64 all 
ready for your first opus. 

There are various facilities for build- 
ing, amending, tracing, saving and re- 
loading compositions And as the pro- 
gram comes complete with sample 
music, you can immediately get some 
idea of the power of both the program 
and the 64 s s Sound Interface Device 
(SID) chip. Using the built-in menu, you 
can select from the Moonlight Sonata, 
Beer Barret Polka and Battle Hymn of 
the Republic* 

My own favourite was the Moonlight 
Sonata but the Polka was pretty im- 
pressive too.The Battle Hymn could 
have sounded better but, as if to make 
up for it, this demo also contains a Trace 
display, enabling you to see what's 
going on while that piece plays, Of 
course the Trace feature won't mean 
very much until youVe familiar with the 
program's facilities. 

Melody-Making 

Com posit ionsare built u p li ke a normal 
Basic program. Each line of music is a 
line number followed by a series of 
commands and notes which are inter- 
preted at run-time by the Synthy-64 
program. The composition can be 
amended simply by using the 64 N s 
screen editor, just as you would for an 
ordinary program. 

A note is specified by a single letter, 
a n d m o d if i ed by a dd it i ona I c har act e rs. 
A number following the note indicates 
the octave. Quarter notes, half notes, 
etc. are indicated by /n where n repre- 
sents the fraction. 

Thus C5/4 represents the note C,to 



EVERY 

£z commodore 

DESERVES 

A 

DATABASE 

No matter what your business or i merest, with 

Superbase 64 you have a totally flexible 
record system, as big as you want it, as f ast as 
you need it. 

Create your own formats, enter your records, 
change layouts and data fields, 

Superbase 64 gives you unrivalled control in 

home or of fice . business or professional 
practice, with an extensive range of features. 

The complete information control system for the 
Commodore 64. By the authors of "Easyscripr, 
the Commodore No. 7 word processing 
system 



^T^| Precision Software Limited 

I I 6. Park Terrace 

^^m^—J Worcester Park. Surrey KT4 7J2 
PlVClSlon Telephone: 0V330 7166 
SolUvaiV Telex: 8955021 . PRECIS G 





enables the home manager to keep 
track o f finances by building up a file 
of incomes and expenditures; and 
using them in "what if" calculations, income and 
expenditure {forecast or actual} can be produced 
in clearly tabulated form or as a bar chart 

HO**™'- £9.95 ine VAT 
Send for full brochun 



[ 



BC BASIC™ A t fast the ultimate has arrived* A complete 9% Baste 

extension for the Co mm o dQ?e $4, supplied RQM. it features 8S rtew 

commands and 7 enhanced on&s with full high-res, _ __ 

sprite sound and user defined graphics £5 / - 50 inc VAT 



See us on PRESTEL * 2473222 J) 



DATABASE — can hold up to 360 records, comprehensive search 
facilities, unique browse option, special summary print for printing iabeis. 
mailing fists etc. ideal for storing statistical C**A fi ft 

information or stock details. t£*l.&U inc. VAT 



COMET KUMA TELECOM GOLD KUM 



SIMPLE ACCOUNTS (nor* VAT) 

— suitable for the 

club, society or self -employed person, also ideal for processing budgets sod 
departmental accounts. Up to 15 expenditure and 

b mcome headings. 5 classes of payment. £24.50 inc. VAT 



Telex 849462 TELFAC KUMA 



PAINTPIC — complete color drawing and painting application using 
multi-color bitmap it is designed to be easily used by young first-time 
computer enthusiasts but can also provide pubiishabie 
work for professional artists. Send for brochure. £19,95 inc. VAT 



Unit 12, Horseshoe Park, Horseshoe Road, Pang bourne. Berks RG8 7JW 



FOOTBALL FORECAST — Stores up to seven league tables 
containing up to 130 teams. Enter results as required with automatic 
updating of league tables. Written by Professor 

Frvnk George, the forecasting expert. £19- 95 inc . VAT 

HORSE RACE FORECAST — written by Professor Frank 

George, the farvcHstinu expert, ft involves consideration of each horse tn any 
chosen race. Weight assigned and distances of _ _ _ 

past and current races are taken tnio account £19. 95 i nc. VAT 



phone now (073 57) 4335 

UsS or SEND FOR DETAILS^ 



Pice** tick box for information 
req u i red. and sand coupon to : 

Kumi Computers Ltd, 
12. HorsBshoti Park 
Horseshoe Road, Pangbourn* 
Berks 



□ COMMODORE 64 

□ SIRIUS 

□ SHARP PC 1500 

□ SHARP TOO 
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□ EPSON HX 20 
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□ SPECTRUM 

□ ELECTRONIC MAIL □ 

□ PRINTERS 
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Get yaur business off the ground , 

start on our first floor 

It's no secret that choosing the right computer for your 
business can be quite an ordeal. 

At Micro Systems we have an entire first floor showroom 
totally dedicated to all types of business systems, from Sirius to 
Sanyo, Apricot to Televideo. 

Our computers are always up and running. We have 
professional business systems sales people ready to show you 
what is what and how a computer can improve your business 
efficiency. 

Take advantage of our experience in software develop.- 
ment, systems support, staff training and on-the-spot 
servicing- 

We're in the middle of London Just walk in and come up to 
the first floor for a demonstration or telephone for an 
appointment. 

One visit will convince you, our service is well above street 
level. Like your business could be, M^^M 

MICRO SYSTEMS AT UONHOUSE*gS 

227 Tottenham Court Road 
London W1P0HX 
Telephone: 01-5807383 or 01 -637 1601 



We accept Access, American Express, Barclaycard and Diners Club credit cards- 
Open weekdays 9.00am-6.00pm. Saturdays -appointments only 
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SOUNDS LIKE 

S Y N T H Y 

be played inthef ifth octave as a qua rter- 
note. Notes which have no modifiers 
inherit the characteristics of the last 
mo d if ie d n ote. Sharpsandflatsa re re p- 
resented by the addition of # or % to 
the note. 

Other basic features include the 
ability to specify tied, dotted or triplet 
notes, rests, key signature, tempo and 
volume. Three voices are available and 
these can be used together to build up 
some tricky sounding three-part har- 
monies. $ynthy~64 does this by 'read- 
ing ahead 1 whife playing the previous 
note and, if appropriate, it can start to 
pJay the next note before the previous 
one has finished 

There are a number of useful com- 
mands which can be embedded within 
your composition. In Basic sub- 
rout inescanbe exec uted withaGOSUB 
command. Here! too, the same verb is 
used to play a sub-section of the piece 
before continuing from the point im- 
mediately following the GOSUB com- 
mand. Each such sub-section is 
identified by its line number and ter- 
minated with the usual RETURN state- 
ment Similarly, GOTO will jump to a 
particular line number and continue 
playing from there. 

One particularly interesting feature 
is the special INPUT command. This 
takes the form INPUTA, B,C T , . If, when 
t h e com posi tio n i s be i n g played, one of 
these Input statements is encoun- 
tered! the music will stop until the user 
types in a number. (The manual, by the 
way refers to the user as the 'conduc- 
tor' — nothing like a bit of flattery!). The 
pr og ra m the n beh aves as if it were usi ng 
an ON GOTO statement. Thus, if the 
command was INPUT300, 700, 800 
the program would jump to line 300 if i 
was entered, 700 if 2, and so on. Any 
number outside the parameters causes 
th e prog ra m to d rop t h rou g h to t he n ext 
statement again just Jike most ver- 
sions of Basic. 

Pieces of music can be made to re- 
peat by enclosing them in square brae* 
kets. The n u m ber of repetition s req u i red 
is the first entry within the brackets. 
Th i sf ea tu re is si m iJa r to a FO R . N EXT 
loop and, just as those can be nested, 
so can repetition groups — down to a 
depth of 27 levels- 
Other commands, for embedding 
within the composition, include: dis- 
playing text wh ile the music plays (pos- 
sibly useful for music teachers or, in a 
lighter vein, for a family sing-a-long!) r 
foading a composition in from disk or 
cassette and playing it; ptacing remarks 
anyw here wit hinthem usic (f o r a n nota- 
tion on ly); pau si ng f o r a specif ie d n u m - 
berof seconds; and switchingaTRACE 
facility on and oft the display showing 
which voice, note, etc is being played 
Unhappily, the trace slows everything 



down quite appreciably so the music 
so u nds distorted, (I t can be slowed even 
further by reducing the tempo with the 
appropriate command). If you try to 
compensate for the problem by speed- 
ing up the tempo, then the trace will be 
too fast to be of much use. 

There are also a number of com- 
mands which can only be used in the 
direct mode — LIST, LOAD, SAVE and 
RUN a composition operate just like 
their normal Basic counterparts. Before 
com posing orloadinginapi ece of m usic, 
the area of computer memory devoted 
to co m positi o ns m u st be cl ea red wi th a 
shifted C. Typing a shifted K will switch 
off Synthy-64 and leave your micro 
ready for other work. You have to reload 




"AH the commands 
are short and 

memorable and I 

soon managed to 
getSynthy-64 
playing simple 

tunes which, to my 
untutored ear, 
sounded pretty 



impressive! 




the program if you want to use it again 
The program contains a number of 
commands for accessing and controll- 
ing some of the more complex tone 
g e neration capab ilitiesof the64 T sSID. 
Th e ton al q ual ities of eac h of t he th ree 
voices can be controlled — qualities 
which are mainly determined by the 
so u n d's waveform, Th ere arefoursuch 
variabfes on the 64: Triangle, Saw- 
tooth, Pulse and Noise. Other than 
Noise (which must be used alone) any 
of these may be selected either singly 
or together, and the result mixed. 

On e of t h e more powerful feat u res of 
the SID is the ability to manipulate an 
envelope generator. Thus permitting 
full control over the nature of the sound 
There are four elements to this, com- 
monly referred to as the ADSR (Attack, 
Decay, Sustain, Release), Depending 
on the tone need ed 1 th ere is ofte n some 
delay in the build-up of a sound from 
silence to full vol ume— and thisiscalled 
the Attack By setting the Attack value, 
the sound can range from instant full 
volume to a longer and more gradual 
build-up. The Decay is the rate at which 
it drops from its peak, down toamiddle- 
range volume. The sustain value con- 
trots h o w lo ng t h e sou n d wi 1 1 stay at th e 
mid- range volume before it drops to 
ze ro vol ume. Setti n g the Rel ease value 
controls the speed at which the sound 
falls away from the sustain level (For 
more on the subject see this issue's 
'Scratchpad'.} 



By setting values for each of these 
four elements, you can control the 
shape of each sound to generate a 
wider variety of tones Synth y- 64 has 
five separate routines already built-in 
a nd ready for use. These g i ve the sou nd 
of a piano, flute, trumpet banjo and 
accordion. The fun comes in creating 
your own unique instruments. 

Other advanced features for more 
expert musicians are control over the 
ft Iter frequency, gate^ synchronisation 
and ring modulator. There are three 
further commands which allow you to 
set the f i He rg I o bal I y f or a 1 1 1 h ree voices, 
and two commands which permit the 
sweeping of a tone up and down the 
scale in a smooth progression. 

Composability 

The package proved f airly easy to use, 
even for one as musically inept as I. I 
soon managed to get Synth y-64 play- 
ing simple tunes which, to myunt utored 
ear, sounded pretty impressive. All the 
co m ma nds a n d note sym bo Is a re s hort 
and, for the most part, memorable. I 
would have liked the program to have 
included some way of enabling the user 
to try out notes in the direct mode (i.e. 
using the keyboard asa crude musical 
organ). Unless you're Beethoven it's 
handy tobe able to hearan approxima- 
tion of the sound of the note before 
switching backand entering it into your 
composition. 

Another usef ul adddition would have 
been the abifity to translate the com- 
position into Basic statements, to be 
saved for later incorporation into your 
own programs. However, this is a bit 
unfair si nee t he prog ram i s al ready ve ry 
good value for money and additional 
features like this would no doubt sub- 
stantially increase both the complexity 
and price of the package. 



The Backing 

The only documentation is a small 40- 
page manual which gives simple but 
adequate coverage of the program's 
facilities. There are listings of the three 
sample musical pieces in the appendix 
and although there's no index, the lay- 
out makes it an easy matter to locate 
any of the commands. 

Singing Praises 

Thisssan exce 1 1 e n 1 1 ittl e prog ram wh ic h 
g reatly s i mp I if ie s th e problem of wre nch- 
ing good music from the Commodore 
64. It employs simple and memorable 
commands and musical notation and 
its u se of a Basic-I i ke st ructu re m akes it 
easy to get to g ri ps wit h th e 3 1 D's ca p- 
abilities. 

At on ly £8. 9 5, the Syn thy-64 package 
has to be very good value for money. I'd 
recommend it to budding and bloom- 
ing musicians everywhere. U* 

Synth f€4 Is available en cassette or disk 
(El 6 J 51 from Ad am sett 1 8 Norwich Avenue, 
Rochdale. Lanes 0111 5JZ. 



G OT A WINNER? 



Prove to us how good your game is and we will 
market it for you. In return we pay generous royal- 
ties or purchase outright! Send us your game in 
Basic or machine code for evaluation then sit 
back and earn big money. 



Send To: Debbie Newland 

Fleece Software Limited 
27 Brigstock Road 
Thornton Heath 
Surrey CR47JJ 
Tel: 01-6830311 



(In the unlikely event of your not accepting our offer, we will return 
your cassette). 



Introducing ^ 0 ^*** 0000 ^ ^^ 0 ^ 00000 ^ 
tft?J!£-<*^ ON TAPE & DISK 



^> A USER-DEFINABLE 

INVOICES & STATEMENTS 

FORMATTER & 
DOCUMENT GENERATOR 
• A COMPILED PROGRAM 



THE ADVANTAGES OF WORD PROCESSORS h SPREADSHEETS 
COMBINED IN THE NEW AND EXCITING PROGRAM FROM MST 



* 

* 
* 



Format & Print your own documents, or use those provided. 
All VAT r discount, totalling calculations done automatically. 
Use plain English - No programming needed. 
Use plain paper or continuous pre-printed stationery. 
Compiled program for high operating speed, 



* User -defined footer messages. 
*■ Double or single size characters. 

* Save documents and use when required — SALES & 
PROFOftMA INVOICES, QUOTATIONS, DELIVERY & 
PACKING NOTES, ADVICE NOTES, STATEMENTS, 
REMITTANCE ADVICE NOTES, ETC, 



PLUS HORACE HELPER ON DISK PROGRAMS 
Also available: MAILER/ ADDRESS BOOK, and STOCK CONTROL SYSTEM 
MORE FACILITIES at NO EXTRA COST 
Tapes: £19.95 inc. VAT* Disks: £24.95 inc. VAT* (*UK only) 
DEALER ENQUIRIES WELCOME 



Tick, Ifra appropriate box. Prices include poslarje and VAT. 

TAPE5MH.9S EACH INC 
Q MAILER ADDRESS BOOK 
Q STOCK CONTROL 
□ ADMIMISTRATOfl 

Cheques etc should b* mide p»Y*l?le to MST CONSULT ANT S 



DISKS £24 95 EACH INC 

□ MAILER 'AD DRESS ROOK 

□ STOCK CONTROL 

□ ADMINISTRATOR 




CONSULTANT* 



NAME: 

Add' ess : , » - t, + * i. > 4 ■ i » « * # » • ? ■ 1 - 

Ctrd Number: Sififtiiure: .... 

MST CrxisultentB. Nnwloo Rcwd r Bovftv Trecey, Devon 10.1 3 968. Telephone 10656) 633 61 7 



Cost effective 
business software 
for home computers 
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ACTION REPLAY 




MOTOR MANIA 

CBMM/Aml1l|llit/ES,e5 

Th rills and spills as fast racing cars 
respond to the slightest twitch of the 
joystick by crashing into the barriers — 
or so one might reasonably assume 
from Motor Mania, lt K s tough on the 
track The rally circuit is infested with 
avalanches, drunken rivals, glass, oil, 
logs and sand traps. It's nothing like 
motoring (although there again, last 
Sunday on the M 1. . .) but it does seem 
to be an exciti ng challenge; if s one of 
those things that you look forward to 
being good at The graphics are very 
nice and the sound's effective for 
providing feedback on how you're 
getting on at keeping to the straight 
and narrow — or not, as the case may 
be, The game is a kind of Monte Carlo 
Rally with just a touch of rally-cross 
thrown in for good measure. GK 
Verdict: Average but fun 60%) 



WHO DAHES WINS 

CUM 64/DKTri»riM/£5.g5 

A little number that's loosely base don 
the goings-on at the Iranian Embassy 
seige, where you are in a pink house 
with five windows, past which f lit 
coloured torsos. The trick is to decide 
whether they are terrorists or hostages 
before aligning the hair-line and pulling 
the trigger Your weapon is limited to six 
shots only and while you 1 re reloading, 
dozens of terrorists rush past the 
windows. Success is instantly 
rewarded by promotion, and failure by 
running out of time— or (if you shoot a 
hostage) by demotion. Overall it's a 
pretty exciting interpretation of the 
real-life event that gripped Britain for 
days. If s just a shame that the author 
never thought about the possibilities of 
being able to absaii down from the 
helicopters! SE 
Verdict A compelling game (15%) 



PLUMB CRAZY 

CBM 64/Termifiil Sottware/17 ,95 

Your mission as George the Plumber is 
to lay pipes from the bottom left corner 
of the screen up to the hard-pressed 
boiler in the top right, before it 
e xp lod e s. You col lect a n y of si x t y pe s of 
pipe pieces and use them to lay pipes 
around the intervening rocks. Each 
change of direction requ ires another 
trip to the store. One of the function 
keys calls up the span ner to remove 
wrong bits and another{only once per 
level) lets you dynamite offending rocks 
out of the way. As you progress, the 
timer on the boiler gets less forgiving 
and the rocks grow both more 
numerous and more awkward in their 
choice of position. And you also get 
attacked by ghosts. What they've got to 
do with pipes and rocks is beyond me 
— perhaps I should ask a plumber. SE 
Vtfflct Good idea, good graphics (65%) 




HOYYER BOWER 

CBM 64/lliinKOlt/£7.50 

A latterday tale of lawn mowing. You 
start by purloining Jim's Air- Mo so that 
you can cut 1 6 lawns, Jim doesn't take 
too well to this and sets off in hot 
pursuit across the grass; the chase is 
on around the flower beds and hedges. 
You set your trusty dog, Rover, on to 
Jim to try and keep him away. However, 
the unfortunate thing is that you tend to 
plough through flower beds — and 
promptly find an angry gardener joining 
in the hunt. Rover gets fed up with the 
noise and stupidly starts biting at the 
lawnmowen he runs away yelping when 
you accid entry give him a haircut And if 
all that weren't enough, the Air-Mo 
starts overheating. . . This Is vintage 
stuff — probably the funniest and most 
original game in ages, with superb 
graphics, sound and concept. BC 
tmtitfc Just excellent 190%) 



CHINESE JUGGLER 

CBM 64/0cean/£6J0 

Ocean is getting quite a name for itself 
for64 games— and this one helps 
prove why. The screen is the stage of an 
old theatre, complete with curtains. On 
it you control a figure that really does 
look I ike a Chinese J uggler. Al I you 
have to do(ha!) is put up and keep 
Spinning eight plates on the bamboo 
poles At each level the colour of the 
plates determines both their score 
value and the ease with which they may 
be kept spinning, This is a classic case 
of a game where cool heads win 
through. Despite rushing around like a 
headless chicken you only have to miss 
your place by a fraction and you can't 
ma ke the plate spin. If you eve r wo nted 
to justify buying a game because if II 
improve your hand-to-eye co-ordination, 
this is it SE 
Verdict Clever and original 165%) 



MR WIMPY 

CBM G4/0cean/£6.9O 

Far be it for me to question why a tie-up 
with a burger outfit should benefit a 
computer game, but 1 can't see why 
Wim py should choose any game to give 
its official sanction. On the other hand, 
playing the game has given me a better 
understanding of why Wimpys are 
always cold when they reach your piate. 
First you scoot around the screen 
avoiding a little chap called Waldo and 
three man-eating man holes (that look 
like burgers) to collect the three 
Ingredients — bun, beef and cheese. 
Then you have to actually make the 
burgers, despite theattention of the 
kitchen rebels. Your only weapon in this 
war is pepper and you've only got three 
shots unless you collect the bonus 
goodies which might be gems, coffee or 
ice crea m. Al I g ood s t uff . SE 
Virile* Above average and fun (69%) 



QUINTIC WARRIOR 

CBM64/0uic*silva/U.95 

Here's one that's really up to 
Quicksilva's usual standard. The only 
thing is that the cassette insert leads 
you to expect something completely 
different. My 'warrior 1 could have been 
anything from a Harrier to a Lunar 
Lander and the 'mutants' look more like 
dumpy tuning forks But all that apart 
the game really is highly addictive and it 
manages to strike that rare balance 
between being a challenge at higher 
levels, without being too difficult at the 
lower ones. Tryi ng to zap the mutants 
as they advance up the grid, while 
avoiding the laser guns firing across 
and up at you, is bad enough; but at the 
same ti me, various allies of the mutants 
strike from the rear. It's one of those 
games that you can happily wear 
you rsetf out playing. SE 
Uerilct Good for sharp reactions (70%] 




TRADER TRILOGY 

VIC20/Quicksilva/ei4.95 

Starting with a ship and 1 000 credits, 
our wou Id- be Pau I Getty b uy s various 
commodities. Over the th ree parts of 
the game, you proceed through the five 
planets in the Mend ien System to 
encounter inhabitants ranging from 
Psions who live on brainwaves to 
Delta ns who live on Boosters pice. 
Unless you are able to answer the 
question of the Psions, they will snatch 
away your precious cargo. Hazardous 
landings are the order of the day and to 
make lots of money selling 
Boosterspice, you face the minor 
preliminary of negotiating the maze of 
the Del tan city. If you manage all that 
then finally you return home to do what 
you wrfl with your hold full of hard- won 
cargo. Overall, the adventure offers both 
var iat ion an d good g rap h lea PJ 
Verdict ingenious and absorbing (60%) 



FOUR GATES TO FREEDOM 

VIC 20/ Phoenix Soltwam/19.99 

Some captured scientists are bei ng 
held prisoner by the evil warrior ants on 
the planet Xzinos, and it's the player's 
mission to try and set them free. The 
program comes supplied on two 
cassettes, the first of which turns out to 
be an arcade game. Successful 
completion of th is will lead you on to 
the adventure though before that 
happy moment you have first to blast 
your way through two walls and then 
open up the gates. As each skill level is 
overcome, a vital cl ue is given to help 
you finally complete the adventure. 
Mastery of these four skill levels wi 1 1 
provide all the various clues necessary, 
not to mention the running code that's 
needed to play the thi ng. Actually, it's a 
rather interesting new game concept. 

JD 

Verdicl: Good idea gone bad [50%) 




CATC HA SNATCH A 

VIC20/lmatlneA5.50 

Sorry but it's the same old story. . ♦ good 
packaging and a great idea are a little 
let down by the game's execution. As 
Barney Bootlace, store detective, you 
operate in a maze-like department 
store, ferrying lost property and 
abandoned infants to the appropriate 
offices and keeping an eye on 
shoplifters. And not only that, the 
occasional terrorist even leaves a 
bomb or two for good luck Carrying out 
your duties will result in your riding high 
in the manager's esteem — promotion 
can ensue. Failing in them results in 
written warnings. For most of the time 
your work is cut out just recognising 
objects and catching thieves. Watch 
out for the 'rush hour*, however. This 
one should appeal to kleptomaniacs 
everywhere. MR 
»»n1lrt Good fun for a while («%) 



NEOCLYPS 

CBH&4/PSS/E7.95 

I like games where you get to blast lots 
of enemy spaceships. I like having good 
scanners that you can call up to te 1 1 you 
how you're getting on. I like flying 
across the screen i n search of hordes 
of on-coming flitters. And I also like 
good graphics So I'm hopelessly 
hooked on Neociyps. The game is very 
loosely related to Scramble and Star 
Trek. Your mission is to see off the bad 
guys who live in radar towers and space 
sh i ps, Th e to we rs are i n to u r areas o n 
each level and are hidden among 
buildings Zapping a flying baddy gives 
yo u f ou r second s of sc ree n i ng d u ri ng 
which time you can fly through 
buildings (use your imagination!) and 
get 'em. When you've cleared one level, 
you move on to the next, more highly 
populated, one. SE 
Verdict Very addictive and great fun (85%] 




BUGABOO (THE FLEA) 

CBM64/QuicksllYa/£7.95 

The quality of graphics on this program 
have to be seen to be believed — 
certainly they go a long way to make up 
for the frustration you feel as you begin 
to discover just how difficult a game it is 
to play. Using a joystick helps a bit, but 
it's still hard to judge the on-screen 
power-bar well enough to make a jump 
of the right strength. There seemed a 
high correlation between the well- 
judged jumps and the times I ended up 
in a dead end with the only way out 
being back down. In th is game you win 
by going up. And while you're in the 
middle of mastering all that, along 
comes the cam ivorous dragon 
(sounding like a police car with siren) to 
eat your little nipper — so to speak! I 
just developed a hatred of dragons and 
a total d isregard for fleas SE 
Venliet Agood idea, well executed [75%] 



BEWITCHED 

VIC 20/lmigtae/E5.S(l 

At last now we have it, a game from 
Imagine that's both playable and very 
addictive. In essence it's a journey 
through a maze that involves in this 
case the unlocking of doors and 
avoiding the ghosts. The screen shows 
the maze divided into three sections, 
The two lower ones are blocked by four 
locked doors, eac h of a different colour. 
They can only be opened with the key 
of the appropriate colour, which youll 
find located at the top of the first 
section. And to make matters even 
more complicated, the bad news is that 
only one out of eac h of t he f ou r locks 
actually opensa door and if s your task 
to find out which one that is — by trial 
and error. Overall, if s a good try and 
very addictive, even though youll find 
you need a lot of practice. JD 
Vtrrilct One that grows on you (65%) 



CAESAR THE CAT 
CRMS4/Mlmircihyi8,*5 

Atten t i o n a 1 1 mogg y lovers, Caesar i s a 
cute little black and white kitten whose 
aim is to rid the larder* of mice. The 
larder is in fact a screen packed with 
food and crockery. The naughty mice 
scamper around eating food until 
Caesar catches one of them. Then, a 
door opens on the edge of the screen 
and Caesar has to take his prey 
outside. If the cat knocks into the side 
of the screen or any of the crockery 
gets knocked over, then points are 
immediately lost; and come to that 
points are also lost over the time you 
take. The second and third levels move 
you along to much faster, and more 
valuable mice. There's no other game 
I've seen that I could really compare 
with this for novelty — even dog lovers 
will like it SE 
Verdict Fresh concept. |85%| 



EXTERMINATOR 

CBM64/Bufal]le Gjs/£5.95 

The arcade game which attracted me 
most in recent years has been 
Centipede, purely because of the 
mesmeric effect of that string of 
segments winding its way through the 
maze. Well, fans of that will be happy to 
hear that Exterminator has all the 
attraction of Centipede and a lot more 
besides. In addition to the centipede- 
like creatures, you are pitted against a 
mad eagle, a huge tarantula dive- 
bombing mosquitoes and a truly gross 
white scorpion. Full and impressive use 
is made of the 64's sprite facility, the 
spider being particularly life-like. Each 
creature has a d if fe rent kind of sound 
effect too. The gam e off e rs well-paced 
action, which becomes frantic at the 
higher levels; once you're sucked in, 
the resu It i s a dd ict rve. DP 
Verdlctt High level compulsive action 160%] 




ENGLISH INVADERS 
¥IC20/RabbltSiftwire/£5J5 

At last proof that intelligent life exists in 
outer space! All those relentless 
invaders that we've all got so used to 
have been banished, and replaced by a 
new deadly enemy which bombards the 
Earth with, wait for it nouns, adjectives 
and verbs. Only the intelligent will 
survive since each type of word can 
only be destroyed by a particular 
weapon. This game is for children and is 
good in helping to identify different 
components of our language. However, 
its letdown by poor execution. 
Altogether the player is required to use 
three fingers on the left hand to shoot 
down three types of word, and two on 
the right to move the gun. Another mild 
criticism is that some words appear 
which are both noun and verb (for 
example, 'leap") JD 
Verdict: Fur. and possibly effective (60%] 



REVENGE OF THE MUTANT CAMELS 

GBMB4/Ua»»iin/£7.fl5 

I, like a million other people, really 
enjoyed Attack of the Mutant Camels. 
Up to this point I'd yet to find a Jeff 
M i n ter ga m e t h a t wasn't exceed i n g ly 
Clever, So I set out n of to enjoy this 
game out of sheer spite — and failed 
abysmally. You have to be weird to go 
on about llamas and camels like young 
Winter; but you've got to admit that 
when you're faced with a sh ieided r 
death-spitting camel and the prospect 
of knocking the unmentionable out of 
so many strange objects, there's 
something that gets you right where it 
counts. I particularly liked having to 
vault phone boxes white blasting away 
at moving CN D badges intent on my 
destruction. I'm just glad that the 
random option gives you a chance of 
seei ng a ny of the f i rst 32 level s. SE 
lerflct A classic follow-up (W%| 



SIREN CITY 

CBM 64/lnterceptor Software/^? ,00 

Certainly one of the more original 
concepts to hit the screens lately, Siren 
City is a game you can really get your 
teeth in to. You 1 re a New York cop 
driving a'black and white' and the 10 
levels take you from just driving around 
the preci net while avoiding buildings 
and cars through to capturing villains in 
helicopters armed with bazookas. The 
graphic representation of city blocks 
from the air is very neat — although if s 
let down a bit by the jerky scrolling, 
Usi ng the joystick fire button to turn 
through right angles means you can 
execute some reatly stylish handbrake 
t u rns — a n d to be trut hfu I, I cou Id on ly 
manage it when the chief meanie was 
snapping at my ankles Overall, its a 
game that's good partly because it 
sta nds out from thee rowd. SE 
Verdict A good, imag inative concept (85%) 





COMMODORE $4 



Author: Anton Hfnxman 

Hive-cave action! 
Bertie Bee needs help 
defending the hive, right off 
the invading swarms, battle 
the bees and defend your 
Queenf 




Author: indescomp 

itchy action! 
Jump your way out of the 
caves with Bugaboo the flea 
but beware of the fearsome 
Dragon as you jump around 
the exotic vegetation. 



K SPECTRUM 



Author David Shea 

An enchanting game based 
around episodes of Raymond 
Briggs ' amazingly successful 
book. 

4&K SPECTRUM 

Author; Sandy White 

Battle the Ants in the soft 
soiid 3D city ofAntescher. 



48K SPECTRUM 

Authors; M. Preston, 

P. Hunt, fl. Rvse f D. Moore. 

A mythicaf graphic 
adventure in the dark and 
deadly halls of Earthstone 
Castle. Battle Dragons, 
Vampires, Sphinx, Zombies, 
Skeletons, Gryphons and 
other legendary beasts to 
rescue the beautiful Pnncess 
Paula, 



4BK SPECTRUM 

Author; indescomp 
Action beneath the 
Pyramidsi 

Fearless Fred the intrepid 
Archaeologist searches the 
creepy catacombs below the 
torrid tomb of Tootiecarmoon 1 
tor the terrible treasures 
amidst monstrous mummies, 
ghastiy ghosts, bats and rats! 



4SK SPECTRUM 
COMMODORE 54 

VIC 20 -r SKorSK RAM 
DRAGON 
BBC MODEL 



Author: John HolHs ■ 
Authors: Mark & Richard Moore 
Authors: Sieve LeefGhanec 
Authors: t S C Andrew/Incentive 
Author: Dave Mendes 



Ail titles available from Qulckstlva Mali Order 
RO, Box 6, Wlmborne Dorset BA21 7PY. 




Quick sitva programs &re available from: Boots, W.H, Smiths, J. Menzies h Microdeaier, 
HMV, Hamfeys, John Lewis, Computers for Alt and all reputable 
specialist computer stockists. 




Z Z WORDS 



Ear to the ground, micro-cassette in hand, Y64's Ron Smith 
probes the software houses of Britain in his search for news of 

upcoming releases. 



Romik Boils Up 

A new program from Romik 
Software, one based on the 
originai 'invaders' arcade 
game theme, is being worked 
on at this very moment if s 
provisionally being referred 
to as Artffcs, and the object of 
the game is apparently to 
protect your vegetable patch 
from the hordes of invading 
'creepy craw lies*; you have to 
drown them with your 
hosepipe — or was it blast 
them with your laser? 
Personally I can't wait — 
yawn — it sounds like one of 
the most original ideas I've 
never heard (Zzzzz). 

However, notallfuture 
releases may be has lively as 
this one, because, says 
Romik T s Mike Barton, tc one of 
our contacts is sending in 
five or six new programs 
soon". So. . . What are they 
like?"! can t really comment 
because I haven't seen them 
yet". Dynamic stuff, eh? Is it 
this kind of imaginative 
approach that's leading 
Britain to riches anew? 

Rom ikisalso worki ng on a 
g raph ics de s ig n pac kag e 
that will help the user to 
make use of the 64's sprite 
graphics Keep an eye out for 
that one, it should be around 
so m e t i m e ove r t he n ext few 
months. 

Quicksilva 
Conversions 

Most of the software houses 
whoVe always supported the 
Commodore 64 are only just 
beginning to see it as a major 
machine. And now they're 
finding it a problem, tryi ng to 
meet the demand for new 
games. 

Quicksilva, for exam pie, is 
not only planning to convert 



some of its best-selling 
Spectrum software (at the 
moment thecompany's 
keeping schtumm as to 
which ones they are), if s 
also working on 64 versions 
of the New Generation 
games. Presumably though, 
this is only a stopgap until 
new ideas come along. For 
instance, Quicksilva's Mark 
Eyles says, "we're doing a lot 
of work on 64 software; there 
really is a lot more on the 
way. We'll soon have as many 
programs for the 64 as we 
have for the Spectrum". 

Carnell 
Knowledge 

Carnell Software, according 
to spokesman Simon 
Bassett, also has 'plans for 
extensive 64 software 
development in the future." 
At present the company's 
working to bring us Black 
Cry sfaJ and Volcanic 
Dungeon. These should be 
available sometime in June 
or July. Further away, 
however, is Wrath of Magra 
which won't be available until 
just before Christmas. 
Acc ording to Mr Bassett 
there are "two programmers 
worki ng on the project 11 You 
never know, it may even be 
something quite spectacular. 

Rabbit.Rabbit 

Rabbit Software's Terry 
Grant, who just happens to 
be the director in charge of 
deciding which new software 
will (or will not) be published, 
tells us about one of the 
company's latest ideas. It's a 
program called Staiag 1 r 
where the player takes on 
the role of a commandant in 
a Nazi prisoner of war camp. 
It's his job to keep those 
tiresome prisoners f rom 
escaping and of course ifs 
never as easy as it seems, 
because all the time a little 
dog is snapping away at his 
heels and holding him back 
from his duties. Sounds 
tasteless, but fun, 

Terry insists that Rabbit's 
the only software house to 
be run entirely by lunat ics, 
but adds: "that's not quite 
true, I forgot Salamander 
Software. But they're all over 
50. They're the only company 



where the directors are 
collecting their old-age 
pensions". Perhaps 
Salamander would like to 
res pon d to this i nsu It? 

Mr Chip Chatter 

Ever since a certain 
psychopathic slaughterer 
terrorised the ladies of the 
night who walked the streets 
of Whitechapel, there's been 
a sustained, if somewhat 
morbid, interest in his past 
doings — not to mention 
considerable curiosity as to 
his identity. With this in mind, 
Mr Chip's Doug Braisby 
decided to computerise the 
whole ghastly episode; 
predictably, the epic is to be 
entitled Jack the Ripper. Ifs 
being written by the 
programmer responsible for 
Westminster and Red Alert, 
both also from the house of 
MrChip. 

The object of the game will 
be to track down the deadly 
Jack and bring him tojustice; 
the player takes on the role 
of detective. But in fact more 
than one player can take part 
— "it'll be able to 
accommodate up to four, 
each playing against the 
others instead of against the 
computer" claims Doug, And 
with the promise of 'origi nal 
locations' being featured, the 
idea could be a bit of a 
winner 



Brainsby, however, 
seemed strangely reluctant 
to give away t he nam e of hi s 
programmer. He told us the 
program was being written 
by Orion Software, and that 
the programmer — a certain 
Mr Blunt — didn't want his 
name known. Oops, sorry! 
Still, a reluctant star has 
been identified, which is 
m ore t han any on e eve r 
managed with Jack the 
Ripper. 

Boots Goes 
Floppy With 
RSS 

With the relatively low cost of 
(plus rising interest in) floppy 
disk drives, Richard 
Shepherd Software has 
decided to convert f i ve of its 
most successful titles to the 
floppy medium. These will be 
Ship of the Line, Everest 
Ascent Super Spy, 
Transylvanian Tower and 
Urban Upstart. So what had 
pro m pted th is decisi on? A 
Spokeswoman told us: 
' l Boots has just confirmed 
that they will take them, and 
the disks will be available in 
all of their 50 micro stores". 
Word has it that RSS is 
bea ve h ng away wi t h 
enthusiasm. 



Durretl Apology 




If you thought software houses we re only interested in 
making a fast buck, and concerned themselves rather less 
with the quality of their product, then Durell software has 
news for you. Robert White told us: "Our Scuba Dive 
program on the 64 is really awful. We're terribly 
embarrassed about it and the programmer responsible 
probably won't be working for us again", Weicome words 
and, unfortunately, an accurate assessment to boot. He 
went on to explain that Durell is striving to produce software 
of a high quality, and that any drop in standards could affect 
the company badly. 



A HOT COMPRESS FROM 







Whose plight can be more miserable than that of the 
Adventure lover who does not own a disk drive? What more 
galling sight than Adventure programs advertised with those 

dread words 'Disk Only 1 beside them? Now, lift up your 
collective peckers, poor wretches, for Bob Chappell has news 
that wilt turn your sufferings to joy 



Any good Ad venture should contain 
large, detailed descriptions of loca- 
tions, objects and incidents. The trou- 
ble is thattext gobbles up memory at an 
alarming rate. The Adventure writer is 
normally faced with two options: either 
to drastically prune the text so that the 
whole prog ram will reside in memoryat 
one time or to design it so that chunks 
of text are swapped in and out of 
memory as required. 

Adopting the first option means that 
the response time of the program will 
be fast and the program can be loaded 
from cassette or disk. The drawback is 
that the textual detail is li kely to be pretty 
threadbare since the whole thing is 
governed by the amount of memory 
available. The second option has the 
advantage that fullerdescriptions can 
now be used, but since this means 
reg ular random accessto pages of te xt, 
ithastobe storedondisMhus slowing 
down the response time and worse, 
restricting the program to disk owners 



only. Not what you'd call fair. 

There is a third option and Level 9 
Computing has seized it with a ven- 
geance. It's used a clever text com- 
pression technique, combined with a 
compact special-purpose low- 1 eve I 
language, to give the user large scale 
and fully detailed Adventures. These 
are read in from cassette and reside 
totally in memory. This onslaught has 
prod u ced Ad ve nt u res wh ic h h a ve a fast 
response time, are spectacular rn the 
amount of detail and number of loca- 
tions, and are available to cassette 
owners. The company has achieved 
what most would have thought well- 
nigh impossible: a complete full-scale 
version of the classic Crowther and 
Wood mainframe Adventure* Colossal 
Cave, that runs happily on a micro. 
Whafsmorestartling.theauthorshave 
even found room for a whole new end- 
ing — an extra 70 new locations, the 
endgame continuing where the original 
finished. Level 9 has also published 



two other equally large-scale, Adven- 
tures, and a further one is under deve- 
lopment. 

As I n all Adventure games, the aim is 
to explore, solve puzzles, collect trea- 
sure and, above all, survive. Each Level 
9 Adventure has over 200 locations to 
find and investigate so there's a lot to 
do. Don't expect to finish a game in a 
few hours; ifs likely to take you weeks, 
possibly months. 

Res po n d i n g to the p rog ram's request 
(WHAT NEXT?) for an input is by the 
usual method of short phrases, nor- 
mally a verb and an object — for exam- 
ple GET BOTTLE, DROP SWORD, GO 
EAST, Movement can normally be ab- 
breviated to one or two letters, for in- 
stance E for GO EAST and NW for GO 
NORTHWEST Special single word com- 
mands such as INVENTORY, SCORE, 
SAVE, RESTORE and QU IT can be used. 
ft T s up to you to find out what others 
there are. The Adventures don't run in 
rea I- time so youdon't have toru s h y o u r 
decisions when the program is waiting 
for an input 

Three — Way Action 

The three Adventures currently being 
published by Level 9 are Colossal Cave, 
A d ven ture Quest and Dungeon Adven- 
ture Colossal Cave, to repeat, isa classic, 
possibly one of the best Adventures 
ever written. However, to tease those 
already familiar with it, Level 9 has 
moved on e of t h e trea s u res an d h i d de n 
a vitally needed object. Apart from this 
— and the extra 70 rooms »n the end- 
gam e — i t's a com pletely faithful imple- 
mentation of the original. 

Colossal Cave is set in a massive 
underground world where a variety of 
hazards and challenges awaits you. 
With over 200 locations to find and in- 
vestigate, if 1 1 take some while just to 



WHY FOR ADVENTURE 

For those who've never been blow-torched by 
a dragon or turned to stone by a wizard, Henry 
Budgett offers a victim's guide to the perils 
and pleasures of playing adventure games. 



You're standing in a forest 
clearing Shards of sunlight 
fall on the scorched grass 
around your feet bringing a 
touch of life to the shattered 
surroundings, A smell of 
brimstone lingers — 
whatever caused thefire, it 
was recent Among the trees 
there Isa strange absence of 
life; it's as though the animals 
are watchi ng to see if you are 
friend or foe. Paths lead both 
North and South from the 
clearing. An axe head is 
buried in a tree stump, the 
handle all burned away. 

To anyone who's ever 
played an adventure game 
the above, part of an as-yet- 
unpublished program, will be 



familiar enough stuff. 
Seaso ned adventure rs wou Id 
probably seize the axe and 
continue the journey after 
carefully making a note on a 
map that a new location had 
been visited which may well 
be worth a future look. The 
novice would probably 
wonder what on earth was 
going on and hang around 
long enough for the Dragon 
(for it was he who set the 
blaze) to come back and be 
roasted to a proverbial crisp! 

Ad ve n t u re g am es are as 
different to arcade games as 
chalk is to cheese; no 
lightning-fast reflexes 
needed here, well not often, 
but more a slow and 



methodical progress through 
the many locations or 'rooms' 
that make up the fabric of the 
fantasy world the author has 
created for you. Adventures 
can be set anywhere — past, 
present, future, real or 
fantastic — but they all share 
various common elements. In 
the main, at least until a 
couple of years ago, 
adventures consisted solely 
of textual descriptions. These 
had theirohgins, not in such 
mainframe giants as Colossal 
Caves but with the role- 
playing humans who took 
part in Dungeons and 
Dragons and other fantasy 
games of that ilk. 

The computerised 
adventures follow the same 
basic idea You take the part 
of a character in the game 
and search through the 
various rooms and locations 
trying to find treasure or 
helpful items whilst avoiding 
traps and ravenou s beasties. 
The most common pitfalls 
built into these games are the 



set-piece mazes, although at 
times itseemsasthough the 
whole thing is a maze. Here 
the normal rules of logic 
break down; going North and 
then taking a path South 
doesn't necessarily put you 
back in the place you started 
from! Ifs here that logic and 
careful mapping of your route 
pays off, sheer good luck 
often hetps as well. . . 

The latest craze in 
ad ventu re games is that they 
m ust c on tain full graph ic 
displays of the locations. The 
first to achieve this in a big 
way was The Hobbit although 
even here oniy the crucial 
locations were illustrated. 
More recently we've seen 
games like The Dark Crystal 
(based on the cartoon fi Im of 
the same name) and Valhalla, 
Interestingly, the later games 
have drifted so far away from 
the original concept that 
programs like Atlc Atac and 
Forbidden Forest now 
resemble arcade games far 
more than adventures. 



build up your map of the land Indeed, it 
may take some effort just to find the 
entrance to the Colossal Cave since 
you start above ground. Points are 
awarded for collecting treasure and 
re turn i ng if to t h e We 1 1 Hou se> The re 1 s a 
maxi m u m score yo u can reac h — w h i c h 
isn't easy to attai n , s i nee t he re a re parts 
of the underground world so cunni ngly 
located that you'll need all your wits to 
get at them. 

There's quite a bit of humour in this 
Adventure and part of the fun is trying 
out different approaches to a problem 
to see whatwillha ppe n. If you get killed 
(though ifs not a savage Adventure), 
th e re's a g ood c ha nee of being brought 



back to life in a puff of orange smoke — 
provided the program hasn't used it all 
u p. Th ere's a Save a n d R esto re f eatu re 
which enables you to save the position 
you've reached within the Adventure 
f o r later restora ti on, This is very ha n dy 
to use just before you enter a par- 
ticularly uninviting cavern; if you get 
polished off, you can always restore 
the previa u sly saved position and try to 
kid yourself it never really happened! 

When you end a session, you will be 
tol dyour Adventu rerrating — and after 
ahaza rdous 3 hours explori ng T ifs a bit 
ego-deflating to be told you're only a 
Novice Ad ve ntu rer To become a G rand- 
masteryou need the maximum, which 



you won't get if you've used Save, Res- 
tore or been killed in the current ses- 
sion. 

A dventure Quest has 2 55 i nd i vid ua I ly 
described locations and a large num- 
ber of problems to challenge you. You 
are a n app re nt ice magician selected to 
seek out and defeat Agaliarept a De- 
mon Lord residing in the Black Tower. 
Before y o u ca n even gain access to t he 
Tower, you must first find the four Stones 
of the Elements. 

Dungeon Adventure has weli over 
200 locations, 700 messages, around 
1 00 objects, and puzzles aple nty. Wh at 
would you do with an exploding poppy, 
a cuddly octopus or a dice that always 



LEVEL9 




came up 6? Seeking the treasures of 
the Dungeons will bring you u p against 
these and many more. 

Snowba li u n der develo p ment (at the 
time of writing), may be released by the 
time this review appears It is set on 
board agigantic spaceship which con- 
tains 8000 rooms — no that's not a typ- 
ing error, it really does have eight 
thousand! Fortunately, your on-board 
computer will help you to whittle your 
visits down to a mere 200 of them. 



Compressing It 

I must admit that when I first heard of 
Level 9's claims, not a small amount of 
scepticism entered my normally trust- 
ing soul. Having now seen and exper- 
ienced its Adventure programs, I am 
extremely impressed (and suitably 
contrite!) 

Without revealing too many trade 
secrets, I can tell you something about 
the methods Level 9 uses to accom- 
plish this astonishing feat. At the heart 
of the company's design methods is a 
purpose written 'data compiler 1 which 
compresses text by a ratio of at least 
two to one. The compiler scans all the 
text to produce a list of 1 27 most com- 
mon letter groupings. Each of these 
groups is then coded as a single byte. 



An embedded translator (miraculous- 
ly only ten lines of assembler!) expands 
the compressed text using the stored 
list for reference. The translation and 
text expans f on is done at such a rapid 
rate that there's no significant pause 
between the user entering an input 
and the program displaying the full tex- 
tual response on the screen. In addi- 
tion, each prog ra m contai n s abo ut 4-5 K 
of super-compact 'A-Code'and a further 
1 K of machine code, the latter being a 
com mom core for each type of micro. 
The A-Code consists of 1 byte long in- 
structions to run and control the Ad- 
venture, It was sped a fly designed by, 
and is unique to, Level 9 for its Adven- 
ture programs. The end result is that 
the whole program, including all text, 
fits completely into memory. 

Background Stuff 

Loading takes about ten minutes — 
and this is the onfy waiting you'll have to 
do. The tapes used are of high quality 
and I experienced no loading problems. 
The programs run very fast and there 
are no frustrating pauses while you wait 
for the computer to respond, I never 
managed to crash orfind bugs in any of 
the programs, and all are simple to 
operate. Not a single spelling mistake 
org rammatica! error could I find —what 
a pleasure to find Adventures that are 
literate. The 'Home Cursor", 'Clear 
Screen 5 and a few other non-text keys 
are not trapped on input but this is a 



minor flaw. There are one or two small 
inconsistencies between the three 
Ad ve n tu res but ta ke n eithe r Individ ua I Jy 
or together, they are simply superb. 

Each Advent u re co m escom plete with 
a neatly presented 8-page booklet This 
covers background to your adventure, 
loading and running, instructions for 
playing (with examples), scoring, and 
some general hints. There are no in- 
structions as such within the program, 
thus sensibly using the space for just 
the Adventure itself. Levels is obviously 
a considerate company; as a par- 
ticularly nice touch it includes an 
envelope, stamped and addressed to 
itself. If you get really stuck trying to 
so I ve a particular part of the Advent u re f 
the SAE entitles you to one free clue 
direct from Level 9. Don't, however, ex- 
pect to get a detailed answerto a ques- 
tion like "How do I get all the trea- 
sures?"! 



Final Eulogy 

The Level 9 Adventures are superbly 
designed and programmed, the con- 
tent is first rate. The im pi em en tat ion of 
Colossal Cave is nothing short of bril- 
liant; rushoutand buy it. Wh iieyou' re at 
it, buy their others, too. Simply smash- 
ing! 0* 

Price £9.90 mil able from Level 9 computing, 
229 Hugherden Head, High Wycombe. Bucks 
MP13 5PG. Telephone 0494 26471 . 



V 



Good Game ? 

turn it into 'cash! 

if you have written any new computer games then get in touch with 
Cascade Games for a FREE evaluation, We turn your ideas into cash 
by buying or paying you royalties for games programs written in 
basic/ ma chine code for most makes of micro. This couJd 
be your big chance. You've got nothing to lose 
and everything to gain, 
All games wiH be returned, 
\ if you choose not to accept 
\ our offer. 
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YOUR 
FUTURE WITH 
COMPUTERS 
DEPENDS ON PASCAL 



BECAUSE 



m 



Oxlord Computer Syslems 
4 Software) Ltd 
Kensington Road. 
Woodstock 
Oxford 0X7 1 JR. England 
Telephone <0993) 8 1 2700 
Telex B3 147 Ref. OCSL 



PASCAL is the world s most 
popular programming 
language after BASIC 
PASCAL is FAST... up to 20 
times the speed of BASIC 



OXFORD PASCAL is a 
COMPLETE implementation 
of the popular programming 
language PASCAL running on 
the Commodore 64 



With the OXFORD extensions 
to PASCAL you can programme 
dazzling graphics and 
astounding sound 



WHAT 001 GET? 



With the cassette version of OXFORD PASCAL you get: 

• A powerful text editor for preparing PASCAL 
programs 

• A resident compiler giving 1 4k of user RAM 

• A powerf u I set of colour graphics and sound 
extensions to standard PASCAL 

With the disk version of OXFORD PASCAL you get: 

• All the above. PLUS 

m A full disk to disk compiler exploiting the 

entire memory of the 64 for PASCAL programs. 



Cassette version (resident compiler only 

Full disk compiler (1541 ,4040. 8050. 

8250 drives) * 

Prices are exclusive of VAT. There is also a smal 
charge for post and packing. 
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Data to your Commodore and 

music tu 



THE ROT RON ICS DR2501 
AUDIO /DATA CASSETTE RECORDER 

• Why should you need two cassette 
recorders just because you are a 
Commodore user? 

• The ROT RON ICS DR2501 has 31 1 the 
facilities you would expect of a duality 
audio recorder and also works perfectly 
with the VIC 20 and CBM 64 computers 
without any fiddly separate boxes or 
adaptors, Simply connect the DR2301 
directly with your commodore computer 
via the lead supplied and you are ready to 
start. The built-in Interface circuitry 
ensures that SAVEing and LOAPlng Is 
completely reliable - even when using 
commercial ly produced software. 

The DR2501 also a Hows the computer 
to sense when the PiAY key has been 
depressed, 

• Additional features are auto -stop, tape 
counter inbuiit microphone and 
foidaway carrying handle. The DR2301 is 
also compatible with the ZXBL spectrum 

VIC 20 




and many 
other popular 
home computers. 

• TneDR2j0i will take Its 
power from the computer 
icommodore only), mains adaptor 
(supplied) or internal batteries. 
Each unit carries a full 12 month 
guarantee. Name 

• All this at a price which is a lot less than 
you would pay for a dedicated data 
recorder-juStE54.95fp & p £2.00). SenO 
your order form to (no stamp required): 

SMT. FREEP05T Greens Norton, 
_ To wc ester. Nor tha nts n n12 a b r | 

,i «a :aMC4 art' entered ir .!<*■■ " G#C o<v ™o :: o '9 P u 0 !tf« t HtfNflH 



audio/data recorders) at £56.95 [Inc 
p & pi each Ail prices Inclusive of VAT. 
Please make cheques payable to 5MT. 
Allow 28 days for delivery 



Address. 
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MONSTERS 



At first sight Forbidden Forest appears just to be another adven- 
ture epic in the best 'Dungeons and Dragons' tradition. Need- 
less to say, it isn't. As Stephanie Brittain reports, it's a novel 
arcade game with roots that stubbornly refuse to trace back 
to an ancestry of Pacman, Galaxianjnvaders or Missile 

Command. 




Before looking at the end result, lefs 
focus in on how the game is likely to 
reach you. The original producer is an 
American outfit called Cosmi that in 
turn has granted Audiogenic of Read- 
ingthe rights to market itsgames in the 
UK. In fact Forbidden Forest is one of 
six games currently being offered by 
Audiogenic, of which we have so far 



seen but two others — Stinky and 
Aztec Challenge. 

Aswith mostUSgames,theusuaffor- 
mat is disk although apparently plans 
are afoot to offer the series in cassette 
form. The review copy came in packag- 
ing that's reminiscent of those early 
Atari games cartridges, and although 
the documentation is adequate it still 



doesn't real ly measure up to the stan- 
dard shown by what turned out to be a 
very high-grade game. On the other 
hand it's only fair to add that all the 
questions I feft moved to ask were duly 
answered. 

The program i tse If consists of 28 K of 
machine code and takes about two 
minutes to load from disk — the cas- 
sette version would naturally take a 
day or two longer. Ancl despite t he size 
of the program there are no options for 
a second player no doubt a consider- 
able amount of the code space has 
been hived off to produce the splendid 
forest effects. 

Having blundered into the Forbid- 
den Forest you're suddenly surroun- 
ded by trees and armed on ly with your 
trusty bow and five quivers of 10 
arrows; at high levels {there are four 
altogether) your arrow supply comes 
under ever more strict rationing. Alter- 
nate presses of the joystick fire button 
I oa d a n d f i re t h e bow. I f you don't load it 
you can't fire it— obvious except when 
you're staring down the throat of the 
Demogorgon (our arch meanie). 

The distinguishing features of the 
seen ari odependalotfor the ireffecton 
what is lovingly described as four- 
dimensional action. What this really 
means is that as you progress around 
the forest it gets dark and the sun is 



A TALK 
THROUGH THE 
BLACK FOREST 



The documentation warns you that you're going to 
regret entering the Forbidden Forest and after a few 
minutes youll know exactly what it means, And all 
you get to fight back with is a bow and arrow! 




Thankfully the spider* are quite slow-moving 
and ea sy to hit, which is just as well as it takes a 
while to master the load then fire technique* It 
wo u Id help If the re was some way of telling whe n 
the bow has b eon loaded. 





m Now hero's an all-tao-common sight. Having 
PI fai led to s ko war th o d ra g o n as he app ears at th e 
side of the screen, it's time for our bow-bearing 
A friend to demonstrate the meaning of 'frying 
| tonight'. 
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While the skeletons can kill your bowman (and 
you can ki ll them) it's the fellow at the back that 
you 1 wo got to hit, square in the faeo, if you're 
going to get on to the next level. 



replaced by the moon and stars. When 
you add this to the multi-layered sprite 
graphics — which give such a great 
depth and feeling of perspective to the 
game — you begin toget the feel of how 
different Forbidden Forest is to any 
games short of the Ant Attack 
or Bugaboo level of current releases. 
And ifs not only good looks that steal 
the day; dueiling the seven levels of 
monsters has a zing all of its own. 

The art of good bowmanship takes 
some nifty finger work You keep the 
joystick over to one side to enable 
the bow to reach its full traverse; hold- 
ing it there makes our hero run in that 
direction. Vertical elevation is indi- 
cated by bars on the side of the screen 
which only appear when you change 
the degree of elevation; they're not 
there when you're keeping still, 
Sounds tricky, and it is. Don't let the 
glib bit in the manual tell you other- 
wise. 



Enter The Baddies 

Enter the spiders — big, black and 
mean— but nottoodifficulttodispatch 
into instant oblivion. When you kill 
them, the entry wound is red and gory 
— if they get you instead, you'll lose 
about two pints of very red blood in the 
process, {Perhaps that's why you only 



get three lives, after that you'll have 
bled to death!) Having relegated a few 
sp iders to t h at g reat web in the sky, the 
bowman goes into fits of delight 
accompanied by a crescendo of the 
quite excellent music. You can turn it 
off, but for once ifs so good you pro- 
bably won't want to, 

A bee pops in next — aggressive and 
very fast moving, but for some strange 
reason, bees don't bleed when you 
pierce them with an arrow — they 
explode! Success may be yours, but 
there's no time to relax, for now the 
screen is overrun with gigantic frogs 
t hat co mebou nci ng over these reen by 
the dozen, d ete r m i ne d to sq u ee z e the 
life out of our accident-prone archer. 
They're easy enough to hit but you've 
got to do some deft dodging to avoid 
the big squash. 

Then comes the Demogorgon's pet 
dragon, a tricky little fellow that kills 
with fire. The dragon isdifficultto catch 
as it steams in from the side of the 
screen and ifs easy to end up as guest 
at the barbeque (the writhings of the 
bowman as he bums are just a touch 
g rueso m e). On t he ot he r ha n d, if you do 
ma n age to land a I uc ky s h ot to t he head 
of ourfieryfriend then thedeath throes 
make tt well worth the effort. 

Su rvive that and all you've done isget 
to the next level where a ghost floats 



around the back of the screen controll- 
ing an army of spear- wielding skeletons 
that comeat you from all sides. You can 
bump off skeletons till the cows come 
home but the only way to get through 
this level is to lodge an arrow squarely 
in the hooded face of the ghost. Which 
brings you face to face with an enor- 
mous green snake that spits venom. 
Don't worry — com pared to t h e d rag o n, 
this snake's a real pussycat! 

The Big One 

And so to the final level— and confron- 
tation with the Demogorgon itself- The 
c las h a I ways takes pi ace at n ig h t by t he 
light from short flashes of lightning — 
and aiming at a moving target illumin- 
ated fo r o n e f las h every few seco nd s is 
not easy. And now, I guess ifs time for 
me to own up , , . only on the one occa- 
sion did I manage to hit it right between 
the eyes, and fve no idea how I man- 
aged that stupendous feat 

Overall, Forbidden Forest's com- 
bination of real 3D scenery and fast 
moving action are just what you'd 
expect from a more advanced US origin- 
ated disk- based game. The only 
surprising thing is that a game that 
would be good value at £29.95 is 
being sold at the recommended price 
of C1 2.95,,. which can't be bad? Q* 
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Unlike the spiders which fat A Ad to death {see 1 ] 
the fa aa ak plods An accurately aimed arrow la 
sufficient to tea I iti doom* but with the frogs to 
follow, that'* not necessarily such good news, 
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Our hero moot* a squolchy end under one of the 
raining f rogs — not a very good showing as things 
can get a good deal busier on this level. It's rare 
to AAA gaps between the frogs. 





7 After all that effort and despite the many well- 
placed arrow*, thla I* the and. Having failed to 
hit the demogorgon square between the eves 
(hardly surprising with only lightning to see by) 
the a rch baddy move* Infer the kl II. 




FROM PER UDDLE WABBITS. . 
FOR THE KOMMANDANT 64 
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PRIZE IDIOCY 

First things first arid the 
amazing news is that Art ie 
Computing is promising — 
hand on chequebook— to 
stump up the first prize of 
a fortnight's holiday for 
two in sun-drenched (it 
says in the brochure) 
Florida Well, maybe it was 
a full moon when they 
gagged their bank 
manage rand mad© the 
announcement — still, 
tough Lymeswold we say. 

And to compound this 
suppurousswefHng of 
generosity, CBM itself has 
felt moved to dig deep into 
its corporate coffers, to 
present each of the five 
runners- up with one of its 
1541 disk drive units. 
There — that didn't hurt at 
all, did it? 

THE STORY SO FAR 

Well, thafs the best bit 
over — time now for the 
mundane details. Actually 
as any 84 owner who's 
already played Artie's 
Mothership will vouch, 
there's nothing mundane 
about the game. In face 
it's a rea l train spotter's 
turn-on. Level 1 gives you 
a healthy dose of trench 
warfare as your little ship 
battles against enemy 
fighters on its way along a 
metallic canyon — Star 
Wars style. Level 2 has 
you locked in a vertical 
maze and attacked by 
such nasties as robots 
and flying scanners And 
lastly, on Level 3 it's time to shoot your way through a 
shield of energy pods and destroy the Mothership. 

A MOTHER OF A CONTEST 

So what do you have to do to be on that 747 to Florida? 
Well, Artie reckons that destroying the Mothership 
doesn't necessarily spell the end of Mothership the 



program; in fact the 
company's very keen on 
putting together 
Mothership 2. 
And that's where all you 
Y64 readers come in, 
because the competition 
will be to conceive and 
code the next level. All 
entries written in Basic will 
be perfectly acceptable. 
As much as anything it'll 
be the ideas that count. So 
— hint, hint — remember 
that you're fol lowing on an 
existing game, not 
creating something 
completely new. 
Those melliferous 
people at Artie will be sole 
judges of the entries and 
there is a very real chance 
that the winning ideas will 
actual fy end up as part of 
Mothership 2 ... in which 
case royal ites will be 
offered! 

MOTHERSHIP HOTLINE 

It's just conceivable of 
course that not everyone 
reading about this fab 
competition has yet laid 
eyes on Mothership 1. 
Certainly it won't be the 
easiest thing in the world 
to design Level 4 when 
you've st ill to be stunned 
by Levels 1 to 3! 
Apart from the obvious 
solution of hoofing it down 
to your nearest stockist, 
Artie is offering a credit 
card hotline for the 
duration of this 
competition. Just ring "em 
on 0401 43550 giving 
your plastic details and 
Artie will send you a copy for £5.95. 

BLAH, BLAH, BLAH 

The last day for entries to reach us will be 31 August 
1 984. And (to repeat) send them in on cassette please, 

along with details of your name, age and address. All 
entries should be mailed to: Mothership Competition, 
Your 64, 14 Rathbone Place, London Wt P IDE 
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Cashbook 



Ideal for sole traders, partnerships and Limited Companies 
..Written by practising Chartered Accountants. ..Includes 
VAT accounting module lot users operating the VAT 
Special Retailers scheme... Accepts data from manual 
purchases and sales ledgers where necessary.,. Records all 
income and expenditure and produces full analytical 
summaries. Bank and Cash account balances, VAT summary 
and Trial Balance with full audit trail 




Database 



The No. 1 menu driven, user friendly multi purpose Data 
Management system with the following features: Dynamic 
Memory management which allows the huge potential of the 
64 "s memory to be fully used.. . Search and calculate facility 
which permits numeric field calculations to be updatd by any 
common arithmetic factor... Searches on multiple selection 
criteria and high precision sorting... Professional standard 
record verification prior to entry for greater accuracy. 



Final Accounts 

includes Journal entry facility which allows adjustments to 
be made prior to printing Profit and Loss Account and 
Balance Sheet... Produces Balance Sheet complete with 
comparatives or budget figures and notes to accounts... 
B as ed on Gemini 1 s well proven BBC Fina I Accou nts program , 
thousands of which are in daily use, many in the offices of 
Chartered Accountants... Interfaces with Cash Book when 
required but also acts as a stand alone' program. 



Home Accounts 



A superb rewrite for the 64 of Gemini's famous program for 
the BB C — now enhanced wit h extra features , , - B u dget for all 
aspects of household and personal expenditure for each 
month of the year; and then record and compare actual 
expenditure as it happens,,. Complete interactive bank 
account database with the ability to automate standing order 
debits,., Credit cards supported.., Full printer options... 
Graphic plotting facility to display levels and trends of 
expenses, at a glance. .. Highly recommended for putting your 
64 to serious work! 




Gemini totiwatc ft avttilbll from latger branches of Boots. 
W H Smith, and most {rood software shops Gr telephone Cemms foi 
immediate despatch quoting your Access. Visa or Amej-iCAn Express 
card number Telephone <039B> .2CS16B^26SS32. Alternatively jfnd 
your cheque or PosraLOrder made payable to Gemini Marketing Ltd 
Plefl.it i*nd th« following Gemini Commodore £4 program! : 
C**h±w»h C asset ic i_j Disk _ £59 95 
Final Accounts Csssbi te Q Disk □ C59 95 
□tTJb*j« Gtttmte C. C19 9& Disk [~] £23. S 5 
Horn* Account* Cassette j £t9 95 Disk □ £23.95 
[PSease- rick boxes as required ) 



Address 



L 



Credit Card No Signature , 

Gtmiai Marketing Ltd. J$t ln(Seh$m ftotd. Exmouth. Devon EX82QG 



J 



Gemini are one of the oldest and most 
experienced software houses and support all 
their software with professional documentation, 
ai so by assisting customers with prompt 
after -sales service. If you have purchased any of 
our software and require advice or help r please 
do not hesitate to ring or write. Technical advice 
is always on hand. 

G ft mini products ure distributed by: 

Computet Bookshop. Micro Dealer UK Ltd, Diamond Stylus: PLC. Tiger 
Distribution. Wonderbudge Ltd, Ferranti Si Davenport Everyman 
Computers (NIK Webstera Ltd, Lightning Records and Piloftmm Ltd 




Gemini Marketing Limited 

iSa Littleham Road. Ex mouth, Devon EXB 2QG England 
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SCRATCH PAD 



Welcome to 'Scratchpad] Your 64 's own workshop for projects, ideas, hints, tips and advice — of 
whatever colour, flavour or kind. This issue's input comes from Phil Cornes, Norman Burton and Mike 
Turner. Readers with contributions of their own to submit are very much invited to maif them to: 

Scratchpad, Your 64, 1 4 Rathbone Place, London W1 P 1 DE. 



Break out of the 64 
with your own built-in 
RESET button, 

57 



Where do you draw the 

line using high 
resolution graphics? 

59 



The whys and 
wherefores of 
constructing a parallel 
interface, 
SI 



Making full use of the 
64 s Sound Interface 
Device. 
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RESET ON THE COMMODORE 64, 



As You Were! 

Hitting RUN/STOP and RESTORE will sometimes break you out of 
a 64 lock-up ...on the other hand sometimes it doesn't Y64 offers 
an easy way of building- in RESET— all you need is a switch and 6- 
inches of wire. 



Picture the scene , , .you Ve spent most 
of the evening typing in your latest 
effort, you RUN it, and nothing happens. 
The screen is blank and the keyboard 
Nes dead beneath your fingers. "What 
the *!%$!" you ask of yourself in that 
quiet reserved manner M am I going to 
do now?". 

But you know. You reach out press 
the RESET button at the rear of the 
Commodore 64, watt for a couple of 
seconds, type SYS 50000 and then 
LIST your program. You spot the duff 
line immediately, correct it and now 
your program RUNs perfectly. 

(fall this soundsa little too good to be 
true, that's because it is — and in fact 
there's nothing in this article thatllhelp 
you spot a duff line that quickly The 
rest however, will now all be revealed. 

Starting Over 

Firstly, lets consider the 6510 CPU 
chip, the heart of the Commodore 64. 
One of its 40 pins is the RESET pin, and 
when this is earthed momentarily, the 
6510 stops whatever it was doing and 
starts again at the address it finds at 
FFFE Hex and FFFF Hex In the Com- 
mod re 64 this will result in the Basic 
initialising itself. It does so by storing 
the same add resStOBOl Hex, as both 
the start and finish of the program text 
area This is obviously not so when a 
program is bei ng RUN {see Fig u re 1 ). 

The program text starting address is 
usually 0801 Hex, but if you've moved 
this for any reason, then you must 
repeat t hat ope rat \o n now. W he n a pro- 
gram is entered, 5TREN D, ARYTAB and 
VART A Bareallthesame since i ts only 
when the program is RUN that vari- 
ables, arrays and strings are given 
values which need to be stored. 



Assuming that the program crashed 
'gracefully' and did not obliterate its 
own text, then the only part of the text 
altered by the RESET is the first two 
bytes, which are set to zeros. If we can 
find what they were and replace the 
ze ros, a nd some h o w f i n d t h e e nd of t he 
program text and store that in STREND, 
ARYTAB and VARTAB, th en the prog ra m 
should emerge intact 

In fact we need not do all this since 
we can get the Commodore 64 to help 
us To understand how we accomplish 
this, lets see first what a Basic program 
looks likein memory (F rg u re 2). T he e n d 
of the program is signified by three 
zeros — one for the end of the last line 
and two more where the next link 



pointer would be if there was one. 

Now we can see t h at when t h e Bas i c 
initialisesOBOl HexandOB02 Hexto 
zero there are already three zeros at 
the beginning of the program text area 
an d t h e Com m od ore 64 b el i eves t he re 
is no program there. All we have to do is 
change either of those two zeros to a 
non-zerovalue and call aroutinewhich 
starts at A533 Hex in the Basic inter- 
preter. This routine will 're-link' all the 
lines in the program text area from the 
beginning until it finds three successive 
zeros Furthermore it discovers the 
address of the end of the program, and 
stores it in 22 Hex and 23 Hex. Lastly, 
we copy the address from 22 Hex and 
23 Hex into the locations where 
STREND, ARYTAB and VARTAB are 
stored. The program is now recovered 
and will LIST and RUN. 

Th e 'Ol d Routi n e' I ist i ng g ives a Bas ic 
program which locates a machine code 
routinefordoingallthis, atC350Hexln 
decimal this is 5000— an easy nu mber 
to remember. Ifsalso in free RAM space 
above the Basic interpreter ROM and 
is therefore safe from NEW and the 
effects of the RESET button. Type this 



STRING 
storage space 



Grows down ▼ 
a Grows up 



ARRAY 

storage space 



NUMERIC 
Variables 



BASIC 
program text 



QCCC Top of the area available for 
Basic 



STREND This atJclress stored at 31 & 
32 Hex 



ARYTAB Th ' s addpJess stored at 2F 5 
30 Hex 



1VARTAR This address stored at 2D & 
2E Hex 



TXTTAB This address stored at 2B & 
2C Hex 



Figure 1 . Th* B* tic program mnm In 
detail 



S C R A T C 



PAD 




Solder the wkes 
Irom (fee relet 
button la these 
two p Dints 



Fig u r* 2 — View of us *r port *h aw i ng r o set b utton con n#ct i on ■ 



in or load ii from cassette or disk and 
then RUN it before you start work in 
Basic. You cannot load it after a crash 
since If a a Basic program and would 
therefore overwrite the program you 
were trying to recover! 

Once you have RUN this program, 
you ca n type N EW to re m ove th e Basi c 
text. L I ST it to co n vi n ce y o u rse If i t rea I ly 
has gone. Now type SYS 50000, LIST 
will reveal the original program, 
recovered intact You now have a 
routine which will recover a program 
from an accidentally typed NEW. 

On The Button 

So,., what about this RESET button at 
the rea r of the Com mod ore 64? A push - 
to- make button switch (20p-30p from 
yo urHigh Street e lect ro n res sho p) and 
six inches of two-core muftistrand wire 
are the on ly com ponents req u i r ed a nd 
fitting it could scarcely be easier. 

Unscrew the three screws under- 
neath the front of the computer and lift 
the keyboard half up from the front 
(Warning? — this theoretically has a 
dire effect on your guarantee.) Prop it 
u p aga inst so met h i ng so as n ot to stra i n 
the wires connecting the keyboard to 
the printed circuit board. Assuming you 
have the computer base facing you in 
the norma! way, look in the rear left- 
hand corner for the user port. 

Drill a suitable size hole in the key- 



board half of the case in the general 
vicinity of the user port, and locate and 
secure the reset button. Solder two 
wi res, f ou r to six inc h es i n I e ngt h , to f h e 
tags on the butto n and t h e n sol der the 
other ends to the points shown on 
Figure 3; it doesn't matter which way 
round these are connected Close the 
case and secure it with the screws. 
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FOR C-0 TO 25 


20 


READ 


BYTE 


30 


POKE 


S00O0+CBYTE 


to 


\EAJ 


C 


50 


DATA 


l&O, 1 ■ 143, 43 


60 


DATA 


32,51. 163. 14S f 34 


70 


DATA 


133,43, 133, 4?, 133 


90 


DATA 


49* 165*33. 133. 46 


*0 


DATA 


133.46, 133,30.96 



Th* Old Routine Lifting 

You now haveaRESETbutton, since 
th ose two contacts on the user port are 
in fact earth and the RESET line from 
the 6510. Pushing the button at any 
time during the execution of a Basic 
program will cause the screen to con- 
tract slightly, and after two or three 
the Commodore sign-on message is 
displayed, Now type SYS 50000 and 
the Basic program will be recovered. 

To summarise: the important points 
are that you load and run the Basic 
program before carrying out any work 
in Basic and the RESET button and 
SYS 50000 will only work if the Basic 
text has not been corrupted in the 
crash. 



PIXEL CONTROL fN HIGH-RES MODE 



Drawing The Line 

When you first switch on your 64, the screen format is 25 fines of 
40 characters, To produce high-resolution graphics, however, you 
need to be able to control all the 64,000 pixels in the screen 
individually. Y64 looks at how you negotiate the high-res road. 



The image viewing area is actually 
320 pixels wide and 200 pixels deep, 
giving a total of 64,000 pixels for the 
whole screen. To have pixel control 
over all ttiis you need 3000 bytes of 
RAM (1 bit for each pixel). The best 
place to locate the graphics screen in 
memory, is starting at location 81 92, 

A program that locates the graphics 
screen at this address and then 
clears the screen is given in Listing 1 . 



But before you enter and run the 
program you must move Basic out qf 
the way, by typing in the following 
commands directly at the keyboard: 
POKE 642,64; POKE 44,64: POKE 
16384,0: NEW 

All of the programs given here on in 
assume that, using this method, you 
have relocated the area normally 
reserved for Basic 
The two sections that follow, both 



use the graphics screen and show 
you how to plot points and draw lines. 
The routines are both written in Basic 
to make it easier to see how they 
work. Unfortunately this is pretty slow, 
but those of you familiar with machine 
code should have no problem in 
writing faster versions. 



The Plot Thickens 

You now have 64,000 bits in memory 
to control the 64,000 pixels on the 
screen. To plot a single point on the 
screen (illuminate an individual pixel) 
all you need to know is which of the 
64,000 bits in memory controls that 
pixel. "Hold on 11 , we hear you say T "this 
all sounds a bit too easy". Certainly it 
would have been a nice touch if 
Commodore had given the two things 
a more simple relationship. 

The easiest way of referring to the 
position of an individual pixel on the 
screen is to use co-ordinates. If you 
number the pixel columns from 0 to 
319 and the rows from 0 to 1 99, any 
pixel can be identified by just two 
numbers. The column number is 
normally referred to as the X co- 
ordinate and the row number as the Y 
co-ordinate. The conventional way of 
referring to a position using co- 
ord i nates is X,Y. Therefore, the pixel in 
the top left-hand corner of the screen 
is at postion 0,0, and the pixel in the 
bottom right-hand corner of the 
screen is at position 319,199. All you 
need now is a way of using the co- 
ordinates to find the byte in memory 
that controls the pixel at that position. 
The program in listing 2 includes a 
routine that will do this for you. 

Lines 1 0 to 60 locate and clear the 
graphics screen. Line 70 defines the 
X and Y co-ordinates of the pixel to be 
plotted and the subroutine called 
from line 80 actually plots the pixel. 
The program is now waiting, at line 90, 
for you to press a key. If you look 
carefully, you'll see that a pixel near 
the centre of the screen (position 
160,100) is illuminated. Pressing any 
key allows the program to fail through 
to line 100 which in turn calls a 
subroutine to unplot (turn off) the 
same pixel. Take a further look at the 
screen and confirm that the pixel is no 
longer illuminated The program is 
now at line 1 1 0 and again waiting for 
you to press a key. Pressing any key 
will cause the program to fall through 
to the next line, where it's directed to 
go back to line 80. This will result in 
the pfxel being plotted again. You are 
now in a loop and each time you press 
a key, you will either turn the pixel on 
or off. To break out of the program, 
you'll have to press the STOP and 
RESTORE keys simultaneously. 

It's worth mentioning, by the way, 
that both the plot and unplot routines 
call a common subroutine that starts 
at line 1 90. This routine calculates the 
memory location of the byte that 
controls the pixel. 
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Before you leave this section on 
plotting points, try changing the co- 
ordinates in line 70 — go on, convince 
yourself that you can control any pixel 
on the screen. 



Lining-Up Points 

Once you've mastered the art of 
plotting pixels, drawing lines is not 
particularly difficult. If you think about 

iO POKE 33272 * PEEK ( 53272 ) OR S 
20 POKE 33265. PEEK C33265) OR 32 
30 FOR OB192 TD 16191 
40 POKE CO i NEXT C 
50 FOR C-1024 TO 2023 
hO POKE C. 16 t NEXT C 



10 POKE 53272, PEEK (33272) Oft B 

20 POKE 53265 , PEEK < 5 3263 > OR 32 

30 FOR C=B192 TCl 16191 

40 POKE C,0 i NEXT C 

SO FDR [>1024 TO 2023 

60 POKE C t 1 t NEXT C 

70 C*-lNTCfiND{0>*320) 

BO CY-INT(RND<0>*200) 

90 NX" J NT tftNO (O) *32Q) 

I0O NY=INT<RND(OJ *20O) 

110 GOSU& 130 

120 GOTO 90 

130 DX"ABS<N*-CX) 

140 DY-ABStNY-CY) 

ISO £x*SGN<NX-CX > 

160 SY-SGN<NY-CY) 

170 IF D)C>DY TN£hl i YS-SY*DY/BX 

180 IF DXODY THEN YS-SV i XS=SX IDX/DY 
190 X-INTCCK+O. 51 t Y«INT <CY+0, 3) 
200 GO SUB 240 

2lO IF X-NX AND Y-NV THEN CX-X I 

CY"Y r RETURN 
220 CX*CX+XS i CY-CV+Yfi 
230 GOTO 190 

240 B-fll92*INT<Y/e) *320+INT < X/8> 

t6+{Y AND 71 
250 M»2" (7- (X AND 711 
260 POKE B,PE£K<B) OR M 
270 RETURN 



Listing 3 — Drawing ■ lino 



it, a line can be produced by simply 
plotting a series of adjacent pixels. 
You do, of course, have to take into 
account the slope of the line (if any) 
and its direction. But both of these 
can be calculated from the co- 
ordinates of the two end points. 
The program given is Listing 3 
includes a line-drawing routine. It 
Starts by drawing a line between two 
points chosen at random, and then 
continues to draw lines until you 
decide to stop it Each new line starts 
from the point where the previous 
one terminated and finishes at a point 
chosen at random by the program. 



Lines 10 to 60 locate and clear the 
graphics screen — as already 
described. The starting point of the 
first line to be drawn is defined by the 
co-ordinates CX (Current X value) and 
CY (Current Y value). The values of CX 
and CY are chosen at random and 
assigned in program lines 70 and 80. 
The end point of each line is defined 
by the co-ordinates NX (New X value) 
and NY (New Y value), The values of 
these co-ordinates are also chosen at 
random and assigned in program 
lines 90 and 100, Line 1 10 calls the 
line-drawing subroutine. Lines 130 
and 180 of the program sort out the 
slope and direction of the line by 
using the co-ordinates of the two end 
points. 

In this program, the slope of the line 
fS defined as the n umber of pixels you 
have to move in one co-ordinate 
direction for every pixel you move in 
the other co-ordinate direction. The 
number of pixels you have to move 
horizontally is known as the X Step 
(XS) and the number of pixels that you 
have to move vertically as the Y Step 
(YS). The XS and YS values are 
calculated in lines 1 70 and 1 80. 

The next step is to start plotting the 
line, pixel by pixel. Because pixels can 
only have integer co-ordinates, the X 
and Y co-ordinates of the pixel to be 
plotted have to be rounded off to the 
nearest whole number. This is 



A number of commercially available 
programs for the Commodore 64 
contain routines to drive a Centronics 
printer. Two examples are the 
excellent Mikro Assembter and 
Monitor from SuperSoft and the Easy 
Script Word Processor which comes 
free with the Commodore 1541 disk 
drive. The Commodore 64 does not 
however, have a true Centronics 
interface* although it is possible to 
derive all the necessary signals and 
data from the user port. First of all, 
though, let's examine the Centronics 
interface in some detail. 



achieved by line 90 of the program 
and the subroutine that actually plots 
the pixel is called from line 1 00. 

After each pixel has been plotted, 
line 210 checks to see if the end of 
the line has been reached. If not, line 
220 increments the value of CX by 
the XS step value, and the value of CY 
by the YS step value. 

CX and CY now hold the co- 
ordinates of the next pixel to be 
plotted. Line 230 loops the program 
back to line 190 where again the co- 
ordinates of the pixel are rounded to 
the nearest whole number. Line 240 
calls the PLOT subroutine and the 
pixel is plotted. 

This loop continues until the end 
poi nt is detected by program line 210, 
When this happens, CX and CY take 
on the co-ordinate values of the last 
pixel plotted. This ensures that the 
next line will start from the same point 
at which this one finishes. 

The first line has now been 'drawn 
and line 210 returns the program to 
line 90. The co-ordinate for the next 
tine end point are chosen at random 
and are again assigned to NX and NY 
by line 90 and 100. Line 1 10 calls the 
line drawing routine and the line is 
drawn as before. 

The program will continue to draw 
lines in this way until you decide to 
stop it by pressing the STOP and 
RESTORE keys at the same time, 



There are basically two methods of 
transmitting data from a computer to 
a printer, or indeed any other 
peripheral. Either the data is sent one 
bit at a time down a single data line, or 
ifs sent one byte at a time down eight 
data lines simultaneously, each bit 
having its own fine. The first method is 
serial transmission, for which the 
most common standard interface is 
the RS232. The second is parallel 
transmission and here the most 
common interface is the Centronics, 

A Centronics interface is inherently 
faster than its serial equivalent. This 




Ngure 1 — View of AH PHENOL S7-30340 PLUG allowing pin numbering tch«m»«i 
H op pea rs et rear of printer. 



Uftting 1 — Locating th» high reaolutlon 
■creen 

lO POKE 33272yPEEK (53272) DR 6 
20 POKE 53265, PEEK C 53265) OR 32 
30 FOR C-G192 TO 16191 
40 POKE C,0 t NEJtT C 
SO FOft C-1024 TO 2023 
SO POKE 0,22 : NEXT C 
70 X-160 t ¥"100 
SO GOSUB 130 

90 SET Aft t IF THEN 90 

tOO GOSUB 160 

1LO GET Aft t IF Aft" 1 "" THEN HO 

120 GOTO GO 

130 GOSUB 190 

140 POKE B,PEEK<B! OR M 

150 RETURN 

160 GOSUB 190 

t70 POKE B, PEEK (8) AMD (2S5-MJ 
1 80 RETURN 

|90 B"6l92+INT<Y/B>*320+INTIX/S) 

• 8+(Y ANI> 7} 
20O n-2^(7-CX AND 7> 
210 RETURN 



LUting 2 — Plotting a point 



BUILD YOUR OWN CENTRONICS PRINTER INTERFACE 



From Port lb Port 

Y64 explains in detail the whys and wherefores of building a 
parallel interface for the Commodore 64. 
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^^^^ QUALITY ARCADE ACTION GAMES FOR THE 

COMMODORE 64^£7.95<^ 




QflLflHdS 

The earth Is being 
invaded by on alien 
force, the GALAXIONS have 
arrived from a dying planet, determined 
to destroy civilization as we know It. 

They come in formation, swooping and 
diving towards the planet earth. You and 
you alone can save mankind from the 
terrifying destruction the aliens threaten 
us with. 




iiickiiiM 

\ fantastic version 
of this popular 
arcade game. 



in days of old when 
knights were bold and 
the sheriff was in power, 
to play this game guide Robin Hood, 
to Marian locked up in the tower 




Guide Thomas the cat 
along the 13 walls of SOLAR 
street to his lady friend, 
awaits him on the end 
wall, but beware of 
the flying boots, 
bottles and mops, which are 
just a few of the hazards you will encounter. 

fln/)$ &> fylfot 

f Guide Boris up the ladders, to collect a coin 
from the top of the screen, but beware! the 
bogy men are out to get you. He must return 
to the bottom of the screen, avoiding the 
bogy men and insert the coin in the electric 

meter The lights will 
come on enabling you 
to see the pitch fork, and 
after retrieving it, kill the 
bogy men. 





UNEXPANDEDVIC20 

GUN FIGHT £5*00 

WTEROUDS £5*00 

&»vut?QeiJxi £6*00 

8 & 16K EXPANDED VIC2Q 



■■■■tii mm £5*00 

QflLflXIOJlS £5*00 



£5*00 

fidtamhlen £5*00 

£7.95 



5! Meadowcroft, Radctiffe. Manchester. M26 OJP England. 

All our games are available mail order P&P included from the above' address. 

Orders sent by return post. 
Also available from all good computer shops. 

"Distribution, PCS. Darwen. CENTRE SOFT West Midlands, ALPHA TAPES Merseyslde/ 
TIGER Cheshire, LIGHTNING London, LEISURESOFT Northampton, 
R9 COMPUTER GAMES Barns fey, SOFTWARE DISTRIBUTION SERVICES South Devon. 

FIVE D SOFTWARE East Horling. 
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will be of great help if your printer has 
a reasonable size buffer since the 
computer will fill the buffer quickly 
and be free to continue processing 
while the printer carries on printing. 
The Centronics interface comprises 
36 wires, some of which are unused 
and only 11 of which are relevant 
here; the rest are used for 
transmitting data over long distances. 
At the present moment we're not 
expecting you to have your printer 
more than a few metres away from 
the computer. The 36 lines are 
connected to Amphenol plugs, with 
the pins numbered as i n Figure 1 , 

Pin 1 is the STROBE line. This is a 
strobe pulse signal for reading in the 
data and normally it's held high <+5v); 
when it does go low (Ov) the data is 
read. Pins 2 to 9 are the eight data 
lines, pin 2 being for DO (the least 
significant bit) and pin 9 for D7 (the 
most significant bit). Pin 10 is the ACK 
(for acknowledge) line. This is also a 
pulse signal of approximately 5ms 
duration. Like STROBE it's active low; 
in other words normally at 5v, but 
pulsed to Ov when the data has been 
received. No more data may be 
accepted until the pulse is completed, 

The last pin we're interested in is 
pin 1 6, the Signal Ground. Connect a 
length of ribbon cable to these eieven 
pins inside an Amphenol plug and 
there you have the printer end of the 
cable completed. Figure 1 shows the 
numbering scheme of the user port 
connector. 

The connections you need to make 
are all on the underside of the user 
port connector, and are the lettered 
tags shown in Figure 2 (weVe used 
the same numbering scheme as in 
the Commodore 64 Programmers 
Reference Guide. Note that the 



PRINTER 

STROBE 1 - 



DO 
01 
D2 
03 
04 
05 
06 
07 
ACK 
END 



2 
3 
4 
5 
6 
7 
8 
9 
10 
16 



COM 64 

M PA2 
C 
0 
E 
f 
H 
J 
K 
L 
D 

AorN 



FBI 

PB2 

PB3 

PB4 

PB5 

PB6 

PB7 

FLAG 2 

END 



Figures — Connections between 
printer an<f Commodore 64 shewing pin 
numbers and names 

letters G and I are not used. Figure 3 
shows the actual connections to be 
made between printer and Commo- 
dore 64. 

The data you send to the printer 
comes to the user port from Port B on 
the second of the two 6526 CIA chips. 
Eight data lines on Port B are used 
together with Flag 2 and brt 2 on Port 




Figure 2 — View ef user pert from rear of Com mo J ore 64. Note the positions of 
the key way s 



A. These last two perform the 
operations described under STROBE 
and ACK which are generally referred 
to as 'handshaking'. The Commodore 
64 end of the ribbon cable needs to 
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be soldered on to the correct tags of a 
2 4-way edge connector socket This 
can then be pushed on to the user 
port connector and your Centronics 
interface is compfete. 



Shaping- Up Sounds 

The Commodore 64 has one of the most powerful sound 
synthesiser facilities available on any home micro and, just as with 
graphics, these are accessed by use of the POKE statement 
Here's how you 'tinkle the bytes'. 



The sound on the Commodore 64 is 
all control led by a single integrated 
circuit chip called the Sound 
Interface Device (SID for short). 
Inside SID there are 29 internal 
registers to control all the functions 
associated with the three sound 
channels. These appear as 29 
memory locations in the Commodore 
64 memory map, starting at location 
54272 and extending to location 
54300. 

The program listing for 'The June 
Machine' shows how to create a 
simple tune machine that can READ 
note information from a set of DATA 
statements and play the tune 
specified. Don't forget when you RUN 
this program that the Commodore 64 
plays all its sounds over the TV 
loudspeaker, so you'll need to twiddle 
the volume on your TV set or you'll 
hear nothing. Here's how the program 
works: 

Line 1 0 adjusts the SID chip master 
volume control to full by POKEing the 
value 1 5 into memory location 54296, 
There are 16 volume settings 
available to be POKEd here, from off 
(00) to maximum (1 5). Line 20 sets up 
the envelope shape of the notes to be 
played and the envelope shape 
determines the way in which the 
volume of the sound being produced 
varies throughout the duration of 
each note. 

There are 4 control parameters that 
specify the envelope shape — called 
Attack, Decay, Sustain and Release 
(ADSR). Attack is the part of the note 
between the time that it starts and the 
time it rises to maximum volume. The 
duration of the Attack is controlled by 
the high order 4 bits of location 



54277 f from 2mS with a value of 0, to 
8 seconds with a value of 1 5, Decay is 
that part of the note between the end 
of the Attack period and the point 
where the volume stops decreasing 
(in other words, where the main body 
of the note starts). The Decay time is 
controlled by the low order 4 bits of 
location 54277 and varies from 6mS 
with a value of 0, to 24 seconds with a 
value of 15. 

Sustain is the volume level of the 
main body of the note and its 
specified as a proportion of the 
maximum volume at the end of the 
Attack, Sustain is controlled by the 
high order 4 bits of location 54278, 
where a value of 0 indicates that the 
note decays to O volume and 15 
indicates that the note does not 
decay from maximum at alt Finally, 
the fourth parameter is the Release 
rate — the length of time it takes for 
the sound to die away to zero from 
the Sustain level when the note is 
turned off. Release rate is controlled 
by the low order 4 bits of location 
54278. A value of 0 gives a release of 
6mS and this increases to 24 
seconds with a value of 15* 

Continuing with the program, line 
30 READs the data for the next note 
into variable N and selects a 
waveform type. The Commodore 64 
has 4 waveforms available: Sawtooth, 
Triangular, Pulse and Random Noise. 
The value 16 POKEd into location 
54276 selects the triangular wave 
form. The numbers to POKE for the 
other waveforms are: Sawtooth (32), 
Pulse (64) and Random Noise (1 28), 

As well as selecting the wave form 
this location also switches the note 
on or off. This is controlled by bit 0 in 
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10 POKE S 4296 j 15 

20 POK.E 34277,12 t POKE 54279, 165 

30 READ N ■ POKE H427A,32 

40 IF hK*-lJ THEM RESTORE J GOTO 10 

SO READ D : IF M— 1 THEN 100 

eO Z-INT < 16. 3516*3^ (N/12) /O. 06097+0. 5> 

70 NH»lNT(2/256> i NL-Z-NHt25i 

80 POKE S4272j,ML i POKE 54273. MH 

90 POKE 5427ij35 

100 FOR T"l TO D t NEXT T 

110 GOTO 30 

400 DATA 25.80,57.60.56*60.60.60 
410 DATA 62. 160. 60. 60. SB. 60 
420 DATA 57, 160,33, 60,60, 60 
430 DATA 59.60.57.60.55.160 
440 DATA 63. 60 . 62. 60 . 62. 60 . bO, frC 
450 DATA 60,60.90. 60. 59*60. S7.60 
460 DATA 57.60.55,60,55.60,57.60 
470 DATA 55*60,54,60.52,60,50.60 
4S0 DATA 55.60,57.60.59,60,60.60 
490 DATA 62,160.60.60.39,60 
500 DATA 37.160.58,60x60,60 
510 DATA 59,60,37.60.55,160 
520 DATA 63.60,62,60,62.60,60,60 
530 DATA *>0, 60 .38.60 .38, 60,60,60 
540 DATA 57. 300. 55. 120x55.600' 
530 DATA -1,1000.-2 
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the byte (1 to turn the note on and 0 to 
turn it off). Line 40 starts the program 
up again when a value is read from 
the data that's less than -1. Line 50 
reads the duration of the note to be 
played. A note value (N) of — 1 
indicates a quiet rest for the specified 
duration, 

Lines 60 to 80 take the note value 
read into variable N and convert it to 
the 16-bit value needed to generate 
the required note. A table of values of 
N and the notes generated is given in 



the table. Once everything has been 
set up, line 90 sets bit 1 of location 
54276 as mentioned above and turns 
the note on. Line 100 then times out 
the duration of the note and finally 
line 110 loops the program back to 
line 30 to find and play the next note. 

Having typed this program in and 
RUN it there are any number of fun 
things to do to try out the effects of 
the various facilities For example, the 



values POKEd in line 20 can be 
altered to give a different envelope 
shape, or the values POKEd in lines 
30 and 90 can be changed to use a 
different waveform. The program can 
even be expanded to play notes 
simultaneously on all three sound 
channels available in the SID chip, 
instead of just using channel 1 as we 
have here, 
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/ mo! n iosk 0F software in 

WUKLtyF" OXFORD STREET 

We stock the best software for the Atari, BBC, Commodore 64, 
Dragon, Oric, Spectrum, Vic-20, and ZX-81 microcomputers. Also 
software for the Texas TI-99 computer and some imported 
American software. 

* Educational * Games 

* Utilities * Business Programs 

Plus a wide range of peripherals (including Stack and DK Tronics), 
computer books, and many other accessories. 

THE COMPUTER DEPT — 27 OXFORD STREET 

NEAR TOTTENHAM COURT ROAD TUBE STATION 

27/29 Oxford Street, LONDON W1 R 1 RE 
Telephone: 01-439 7799 




THE MASTER 

CHECKS OUT 

Even taking a large pinch of poetic licence with the title, 
Grandmaster does offer a high standard of play — not to 
mention a number of extra tacifities which add greatly to the 
enjoyment of using it /fs available for both the VIC 20 and 
Commodore 64. Bob Chappell reports . * ♦ 



The big attraction of chess programs is 
that you can have a game whenever 
you feel like it. You can play for as long 
as you want and at whatever standard 
of skill you wish.G randmaster itse If can 
be used as a chess tutor, as a challeng- 
ing opponent, or for experimentation 
and analysis. And in addition you can 
ask for help, force it to make an instan- 
taneous decision, or let it play against 
itself — you can even cheat with im- 
punity, if you want! 

The program comes on a cassette 
tape, attractively boxed together with 
an instruction manual. You load it as 
usual via the Commodore tape deck, 
and execute with the RUN command; 
no joystick or other fiddly bits are 
necessary. 

The first thing you see is a black and 
white chessboard plus pieces, 
surrounded by a green border. To the 
rig htof the boa rdisana rea res erved for 
displaying the program's logo, two 
chess clocks, plus a space for moves 
and messages. The chess pieces are 
traditionally styled, recognisable, and 
p lea sing tothe eye. The one exception 
here is the design of the King. 
Depending on the colour of the back- 
ground, it sometimes seems to re- 
semble a pair of miniaturised but- 
tocks! Of course this may just be a 
product of my warped imagination. 

The border, background and fore- 
ground col ou rs a re c hanged at t he m ere 
tap of a function key. Hitting F3 for in- 
stance c a use s t he backg ro u nd to rot ate 
through each of eight foreground 
colours. Similarly the F5 key provides 
16 background colours and the F7, key 
eight border colours. Those of mathe- 
matical bent wiil realise that in theory 
there are therefore 1024 possible 
co lour combinat io ns. I n p ract i ce, a good 
number of these will be unviewable. 
N eve rt he less t he re are en oug h suitable 
blends to satisfy most people's tastes 
for coloured chessboards and pieces. 
And whenever you tire of one com- 
bination, you can change it as many 
times as you like during the game— but 
only when it's yourturn to move. 

Grandmaster offers 1 0 levels of skill, 
all based on setting a limit to its res- 
ponse time. In other words, when it's 
the computer's turn to play itonly hasa 
fixed amount of time to think before 



making its chosen move. Level 0 has a 
response time of days — something 
that's only of practical use for postal 
chess, intensive analysis of a position, 
orf or those who like taking things easy! 
Level 1 — Which is what the program 
automatically sets itself to before a 
game starts — has a response time of 
five seconds. In fact to begin with, the 
average response time is far quicker 
than this as Gran dmas ter is able to delve 
Into its comprehensive book of ortho- 
dox opening moves. This enables it to 
se I ect virtually tn sta n tan eo us ly , as I ong 
as it's still within the limits of its know- 
ledge of opening moves. In fact the 
book seems to encompass up to the 
first five moves, and although I wasn't 
able to test its range thoroughly, the 
mostcommon openings seemed to be 
there. 

The other levels extend from 15 
seconds response time to three 
minutes (allowing a tournament level 
of 40 moves i n two hours) — and on up 
to two hours. The manual describes 
this latter level as being for 'the very 
pat ie n t pi aye r'l Sett i ng t h e I eve I i s easy 
— typing L and the level number (0-9) 
causes the new level to operate. Again 



you can do this at any time during the 
game, provided it's yourturn. 

At the start of the game, the white 
pieces are at the bottom of the board. If 
you prefer to play black, pressing the 
Con t rol a n d z e ro keys togethe r ca uses 
the board to flip round. Now the black 
pieces are at the bottom and, as white 
always plays first Grandmaster will 
make its opening move from the top of 
the board. Hitting Control and zero 
duri ng the course of a game will aban- 
don the current situation and set you 
upforanewgame.Th is time though the 
pieces will be at the opposite ends to 
before; t hat means you'll have to press 
Control and zero twice if you want to 
play with the same pieces again. 

Normal algebraic notation is used to 
identify each square. The bottom and 
left-hand side of the board show the 
rank and file letters and numbers. To 
enter amove you type in the I ocatio n of 
the FROM squarefollowed by the loca- 
tion of the TO square — for example 
E2E4 will move the piece on E2 to 
square E4. If the move is il legal, Grand- 
master blows a raspberry and waits for 
you to enter something that's allowed. 
You can use the Delete key to amend 
an y i n co r rectly e n tered m oves, but only 
before the Return key has been 
pressed. 

Having entered a legal move, the 
display immediately reflects the new 
position. Your chess clock (a strip 
showing hours;minutes:seconds) is 
stopped and Grandmaster's clock is 
there for information purposes only. 
Grandmaster on the other hand will 
always respond within the time set by 
the Level command. The Level selec- 
ted and total number of moves made 
are continuously displayed. 

While Grandmaster is calculating its 
move, there are four visual indications 
to tell you the program is still active. 
Fa rsMythechess clock continues to tick 
away. Secondly, two indicators at the 
top and bottom of the message area 



GRANDMASTER'S SCREEN LAYOUT 

MOVE NUMBER SEARCH PLY 

CURRENT LEVEL 




rouR CLOCK 

GRANDMASTER'S CLOCK 

SHOWS EXTRA 
DETAILS OF LAST 
MOVE 



Write your own machine code adventures 

Without any knowledge of machine code whatsoever 



AVAILABLE 
MAY 1984 




AVAILABLE 
MAY 1984 



THE QUILL u a major new utility writt en in machine wkich allow* 
even tk* novice programmer to produce kigk-jpeetJ machine code 
adventures <pf superior quality tu many available at tkc moment without 
any knowledge of machine code whatsoever. 

Uiiiig a menu selection *y**em you may create well over aoo location*, 
deicnke them and connect routes between tkem, You may (ken fiU them 
witk oh] ecu and prahlenu of your chtHce. H aving tested your adventure 
ypu may alter and experiment witk any irdion witk the greatest ol ease . 
A part formed adventure may ke saved to tape for later completion. 
Wken you kave done soTHE QUILL will allow you to produce a copy of 
your adventure wkick will run independently of tke main QUILL ed 

jo tkat you may give copies away to your f riendj 

THE QUILL Ls provided witk a detailed tutu rial manual which cover* every 
a-ipect of its use in writing advenlurci, 



Please send me details and an order form for 
The Commodore Quill 

I enclose a stamped addressed envelope 

I am interested in 

GILSOFT Please tick 

jnH a *ihoniKo a d Disk Version I I £19.95 

Barry 1 — ' 

South Glamorgan Cassette f I £14.95 

s(0446) 7 52 765 Dealer enquiries welcome 



t 



CBM64— 
VICPRINTER 

for only £79.90 fully inc! 



INFODISK 64 

the friendly data- base for home or office 



- Records up to J4U0 ch*t»4iere ifld 1 SO fi*Ws - Up to 9 scree nptges per record - Report ge-JMrator - 
1 9 function cikulflilor • Atmcst inst»nif*uje»*l orany WOrd-Linki KUTuSSt word-processors - Sis 
ready-to- run applications and single disk utility included - Very eaiy to IHt, 

Ideal for the first time user £75 



INFO TAPE 

- sin re up u> 3000 data hems (fields* records) with this totally and ver- 
satile tape system which includes a 19 function calculator and report 
generator for creating mailing Labels and tabular reports 1l 1^.9? 

MICROSTATS 

- a comprehensive statistics package ideal for the " A" level or college 
student. Too many features to list, U 7.95 tape. £19,95 disk, 

BRAIN MASTER 

- pit your w its against the 64! Find the number before the computer finds 
yours - you can win but you have to be clever! Superb colour and music, 
Nine levels of difficulty 5:7.95 

TOP SECRET 

■ convert your tape program into an AUTO- RUN system that is imposs- 
ible to copy. So small, bill wc bet you'll never find the secret! £7.95 

Prices include V*A.T. and p&p 

Payment by cheque or P.O. 



To; BEAVER SOFTWARE SYSTEMS 

State cm. Mellon Mowbrav. Lcics. LEI 4 4HJ 0949 

6IJIK 

Plejm- send 1NFOTAPF/RRAJN MASTER 
/MICROSTATS/TOP SECRET 

Cheque /P.O. enclosed for £. ♦ 

Pkase send further details about INFODISK 64 

Na me Address . . .......... 



'Very good - and good value loo" Com modo r« U$ er fie view Dec - 1903 
PROBABLY THE WORLD S CHEAPEST VIC/64 PRINTER, but better 
print qua Pity f ha n prl ntera three times the price I Put i he s u perb 
ALPHAC0M-32 Printer on your VIC/64 using the 

SOFTEX PRINTERFACE 

Printerface alone only • ■ . £20.36 fully inc ! 
Alphacom system complete only . . . £79 .90 ful ly inc! 
VIC Word processor package only ■ ■ ■ £9.95 fully inc! {64 
version T.B.AJ 

* Afphacom-32 printer already established in W. H. Smiths, 
John Menzies: RRP £59.95. 

* Not a plotter, but a fast dot matrix printer ! 

* Prints in blue or black on economical white paper ( costs 1 -3p 
per foot}. 

* Very robust and hardwearingj Gives consistent, high 
quality print. 

■ Silent but fast: up to 90 characters per second. 

* Foil VIC/64 graphics as well as user defined characters. 

* 64 column printer with superb formatting facilities. 

* Excellent high resolution graphics 

* Operating commands same as Commodore VIC/64 printer. 

* Works on Sinclai rs ZX Pri nter ( needs IX -Power su p p ly : 
£5.95 fully inc.) 

■ FAST DELIVERY -FRIENDLY BACK -UP -SIMPLE TO USE! 

Send orders/enquines to: 
SOFTEX COMPUTERS 

37 Wheat on Road. Sou rn em ou th BH7 6LH, Te 1:0202 422028. 
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THE MASTER 

CHECKS OUT 

flash on and off. Thirdly, Grandmaster 
shows what point it has reached in its 
analysis by displaying the letter P fol- 
lowed by a number For example, P3 
means that it has examined: 

(a) All possible replies to your last 
move. 

b) All your possible responses to 
(a). 

(c) Its possible responses to (b)- 

Fourthly, while the search is going on 
Grartdrnasferwil I display the best move 
it has found so far. When its time is up, 
the program gives an audio signal, dis- 
plays its chosen move and then up- 
dates the board. If you think Grand- 
master is taking too long, you can force 
it to play the best move found so fa r by 
pressing the Run/Stop key. It'll inv 
mediately take the hint and respond 
with its move. 

Grandmaster not only selects the 
best move for itself — it can also be 
induced to recommend a good move 
for you. It's easy to cop out, just press 
the ? key and you'll see the hint. If you 
decide to play that move, hitting the 
Return key causes it to happen. 

The last moves by both sides are al- 
ways shown, displayed with extra an- 
notation. For example, a normal move 
might be shown as E2 — E4 n a capture 
asE4XF5,andacheckasA1 — A8+, If 
Grandmaster detects that it will mate 
you i n two moves, it will announce the 
fact with a loud flourish and absolutely 
no shame — just the brief message 
(MATE I N TWO). If you manage to mate 
G randmas ter, it will accept the t raged y 
silent!y,but stoically, with the poignant 
message, MATE. 

There's no facility for setting up a 
board position so I was u nable to force 
a Sta le mate to see if G rand maste r de a It 
with ^appropriately. It hadclearly been 
prog ram m ed to avoid a * th i r d re p et i t i o n 
of the position' draw but I was unable to 
find out if it also coped with the '50 
moves wit hou t a capt u re or pawn m o ve 3 
draw. However there seems little reason 
to doubt the program's ability to cope 
with these situations. 

Castling, en passant and Pawn 
Promotion are all catered for, but one 
slightly unfair restriction is that al- 
though Grandmaster wifl automat- 
ical ly select t h e most approp hate pi ece 
when promoting one of its own Pawns, 
you are stuck with anything you like so 
long as it's a Queen. In fairness I sup- 
pose it would be qu ite rare to wa n t an y- 
thing otherthan a Queen Nevertheless, 
this is one feature that conflicts with 
the laws of the game of chess. 

There's a facility for taking back the 
last move made. Hit the left-pointing 
arrow key and the board will reflect 
whatever the position was before you 
mad e you rlastm o ve, Th is can even be 
done in Grandmaster's opening book 
— handy if it starts to play a variation 



you don't like. It's also useful when 
youVe just made an atrocious blunder 
and would rather pretend that it had 
never happened. Some might calf it 
cheating, I prefer to call it experimen- 
tation! 



Through The Hoops 

I put Grandmaster through its paces 
against three other chess programs: 
Micro-chess, Fetches $ and Fidelity's 
Sensory Chess Challenger. 

Microchess was the first chess prog- 
ram to appearon the Pet and, although 
not noted for playing a strong game, it 
was still a milestone in chess-playing 
programs. Grandmaster com pre he n- 
s i velytro u n ced Microch ess, eve n whe n 
Microchess was playing on its higher 
skill levels and Grandmaster on its 
lowest. 

Petchess is a very good chess pro- 
gram, written by David Levy and Kevin 
O'Connell in 1981. It put up a rather 
better fight but still failed to win ord raw 
any games against Grandmaster. 
Again, Grandmaster's level of play at 
low skill levels was significantly better 
than Petchess on its higher levels. 

The 7 Sensory Chess Challenger is a 
pressure sensitive chessboard that 
houses a ROM chess program. This 
pa rt icu I a r vers ion sel f s f o r a r o u nd £ 1 2 0. 
Cness Challenger managed to win on 
game but only at a level that took four 
timeslongerthan Gra ndm aster, Whe n 
Gran dmas fer's I eve I was ra ised justone 
notch (still faster than Chess 
Challenger), it won. 

N o ne of these match es was i n te nde d 
to be a conclusive proof of Grand- 
mas fer*s a b i I i ty . Th ey d i d i n d icate, bow- 
ever, that it could not only play better 
chess but also play it much faster. 



Downside Details 

Grandmasteris not without some minor 
defects. Some programs update the 
board by flashing the FROM and TO 
squares before finally moving the 
piece; Grandmaster instantly updates 
the board wt hou t so much as a by your 
leave, if you blin kat the wrong moment, 
you may have to refer to the algebraic 
move message to se e w hat 1 s j ust ta ke n 
place. It also means when you have to 
be extra careful when entering your 
own moves, a it hough of course an 
erroneous but legalmovecaneasilybe 
retrieved by means of the take back 1 
facility. 

It does lack a number of features to 
be f ou n d in some othe r chess prog rams 
— for instance: 

(a) The facility for setting board 
positions, 

(b) Instant 'act ion -re play*. 

(cj The ability to step backwards or 
forwards through a game,,. 
Grandmaster only lets you take 
one move back. 

(d)The option to display the alge- 
braic notation of every square. 

(e}The facility to be able to force 
Gra ndma sterXo play its next best 



move — useful for trying out 
variations. 
{f) Coupled with (a) above, a mode 
that enables the player to solve 
mating problems (for example 
White to play and mate in three 
moves). 

Given the 64's large quota of RAM, the 
inclusion of these would have trans- 
f 0 rmed G ra ndmas ter f ro m a n e xce Kent 
chess program into a superb one. 

Grandmaster does have its 'idio- 
syncrasies'. On one occasion while 
using the Hint facility it recom- 
mended an illegal move! The bug 
wouldn't repeat and the game pro- 
ceeded to a normal conclusion. A 
further bug — this time a constant 
one — was that on the first move out- 
side of its book, the program posi- 
tively refused to give any hint as to my 
best move. Either side of this poi nt t he re 
was no problem. 

The Restore function is disabled and 
it appears impossible to crash the 
pr og ra m , accid e ntal ly or ot h erwi se. The 
only way to leave Grandmaster is to 
power off and on again, which in many 
ways is the best form of protection 
against crashing. 

Words Of Support 

The user manual issmall,clearly printed, 
and covers loading and running and 
the program's features. For good 
measure, it atso throws in the ground 
rules and a potted history of chess. 

The booklet is clear, concise and 
with o u t om iss ions. Th e on I y c ritic is m s I 
couldfindarethat it explainsthe Knight 
move in a misleading manner, and 
doesn't adequately say what the F8 
function key is all about. On this latter 
point, the manual says that it "selects 
interlace mode (requi red only for some 
TV sets)". The only effect it had on my 
one-eyed monster was to reset the 
colours to what they were at the start. 

In general though, the excellence of 
the program and the quite satisfactory 
manual make any further support un- 
necessary. 

Don't Miss It 

G ra ndmas t er play s a fast a nd I usty ga me 
of chess. The manual's introduction 
claims it's the world s strongest chess 
program for home com puters.That kind 
of statement isn't easy to check; but 
even so. there's no doubting that the 
program does play a very good game 
indeed. 

Grandmaster offers excellent value 
for money at E1 7.95 and I thoroughly 
recommend it to all lovers of the Royal 
Game, For those who haven't yet ex- 
perienced the joys of chess, this is the 
ideal introduction. If you own a 
Commodore 64, this is one program 
you m ust have i n y o u r col lect ion. □ * 



Grind master. Irom Audiogenic Ui is available on 
tassette lor faalh Ihe Commodore 64 iMMHC 20 — 
price H 7.95 
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Fantastic 11! 

No. It's just not US.... 

When we started Simple Sot l ware Lid in 1 9 79, we didn't call it Hyper- 
galaclic Megasoftware. Our kind ol customer wants value rather than 
inflated claims, reliability and ease ol use rather than hype, helpful 
advice rather than a fancy pack off th* supermarket shelf. 

We self to people who want to USE their computer. We sell 
games too, we're not a glum bunch; but it's our DBMS, our Word 
Processor, our Asse mbler, etc, that earn us our su r prising I is t of 
customers- Of course, we don't suppose that ICI use 'Simply 
File 1 forafl their filing. Possibly the CEGB use something more 
than a PET to control the national grid. We even understand 
that the BBC have some other kind of computer. But they, like 
sma II businesses, club seer e ta rie s, st ud e n ts a n d t eac h ers, a re 
just as quick to see its merits as Ford, British Telecom and 
Hong Kong University. Confidentially, even Big Brother is 
keeping atleast one eye on a Commodore with Simply File' 
in it, 

SI M PL V Fl LE DBMS (04, 40/80 PET|. The re is noth i no bette r a I a n y 
pri ce for our u se " {C u stomer above} E6Q + VAT ( PET E 65 + VAT), 

SIMPLY WRITE Word Processor (04, VIC-20, PET 40/80), Good 
enough for business, cheap enough tor home use. We write our 
manuals with it, Disk £40+ VAT, tape £35 + VAT (PET £5 + VAT 
extra]. 

NEW!! SIMPLY ASSEMBLE package for machine code |64, PET). It 

has never been easier, yet even our experts prefer it, Tape or Disk, 
£22 + VAT, 64 or PET 

From your dealer or from us. Write or phone for full details and free 
Micro Mail newsletter 

Simple Software Ltd., 1 5 Havelock Rd., 
Brighton, Sussex BN1 6GL 
Teh (0273) 504879 





TRANSFORMS Th€ GltCUKE ft 
IMTO * FULL-FEATURED **> 
PPOFESSICMftL MtABASe 
St^TEM! ¥fTH UP TO j OOP 
CHARACTERS. PER RECORD QN UP 
T5 i SCREENS*,, AND LP TO 
123 ITEMS P£R RECOBD, 
Df FINAfil E &i KEY. TEXT. 
NUMERIC, CONSTANT, RESULT fl? 0*TE,, r IH FlLFS OF UP TP 16m CHARACTERS! 
SuPEfl6AS€ 64 E*EmH*S SPWAOSKET V© CALCULATOR CAPABILITY. £*LtX>M 
FUNCTIONS, EASlT JHPUI FRO* (fCfiO^OreSWR/tATA FILES. BOTH P€hHM1VEH JU* 
PROGR«H OPTIONS, S0R7CNC/SEARCMINC, FULLY G€F|M*8LF OUTPUTS... SuPERfiASf 64 
IS ESSEMTIAi IF Vftj hANT TH MpjjJ FROM YOUR SUPPLIED 0*» CBM ]5*1 DISK 
WITH EXCELLENT TUTORIAL /REFERENCE HAHJAL. OUR PRICE £S»fg CBS.OC f 



VIZAWRITE 64 



YJirtftlTE 64 IS A HlCH- 

HliffdWHIt, LC* CCJT WDfiO 

romaw , with whscreen 

F0MTTING, THAT TAK£$ FULL 
flaYflNTd&C OF THE 64' 5 PDLDURn GRAPHICS ANT> MEHORT FEATURES++ . AND SUPPORTS 
VIRTUALLY ANY PRINTER! WITH A COMPRESSIVE EASY-TO-FOLLOW USER MANUAL* 
VlZAMlITE TS THE ULTIMATE PERSONAL COHPUTER WORO PROCESSOR f AVAILABLE ON 

cartridge ataim C75 i>. pisk t nfrff or with vizaSpell 



c7Wastei^64 



WSTER 64 IS h Tdtallt new 

CONCEPT-... A COMPLETE PROGRAM 

orvacr>cHT package ■ that's 
available NOW for the CEH 64 , 
M&STEfi HAS 65 ME" CO+uu*S... AND BASIC IV TOOt HAS PROGRAi*€« N S TOOLKIT ■ 
MACHINE COOE 'flNCTCfi, BUSINESS BASIC, KEVED DISK ACCfSS. HJLTIPLE SCREENS, 
USEFHSCFINABLE jNpuT IQhCSp REPORT GEueSATOR, ?2-#T.ACE ARITHMETIC^ DISK DftTA 
CUHPRESSIDNh DATE CONTROL* SCREEN FLAT* SCREEN C4PF» ANO MORE++ T EVERYTHING 
¥0U NEED TO PROGRAM (A TO TOP PROFESSIONAL STANDARDS* ( J[U?fff CUS P 



WANT ]T TOHORRQW? 



CALL JS TOOAT! 



ON 01-546-7256 



YJiASmL tS*V*T UT.J) 

(kSr$CAJPT (OIU; UX4e Ut.DQ 

lUVrSW-L i&3S*l ,, rll^ 1*1.00 

jnoh-s 6*^i c cr*R-m recti. rSSfW i*»,qp 

ASMKfcEff 4i IDJSKJ ...... 175. DO 

JOCL 41 l-CAPINIOGE J IU.I* 

MUCHCfkLC HUM/ WE J ... [Ut# II L.JO 

Hill J PL AN IDJUM LLSh+5t ITJ.DO 



D". COMPILER it ID] 5* I 
Sl#[ASAiC ICSH fMl- ... 
1UPE4SCHrJ , r UBi* T001 . 
WPEWfICE I 
SUPE^BISE [Wfl/IZM} . 

siWascsrer i nqi-Bofi 

KJiSrCR U00B-*If4i .... 
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r*r*.ot 

EiSD.OO 
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PRICED INCLUPE U% m AND ARE 
CORRECT ON 00 MG TO PRESS. 
ORDER BY POSt OR FNOttf, USINQ 
CHEQUE, ACCESS/BARCLAY CARD Oft 
OFFICIAL ORDER. DESPATCH IS &T 
SWff'PAt 1ST CLASS POST, Pfif- 
pATTTTSfiBtfiS~T f fF7~FR00iJCT &aTa 
AVAILABLE Oh REQUEST . RCF A2A 




LAKfS IDE flOUSL, KIMGSION HILL . SlRRET, KT? 7QT, TEL QI-H6-12H 
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NEW SOFTWARE FOR THE COMMODORE 64 

2 SUPERB ARCADE GAMES 

ASTRAL ZONE: 3D machine code space shootout with scrolling in all directions. The survival of mankind is your hands 
as wave after wave of al iens zoom in f rom the distant mountains. 
LANDER: The best version yet of this classic game, Four scenes three levels. 

3 NEW GRAPHIC ADVENTURES WITH FULL SENTENCE DECODING 

THE WIZARD OF AKYR2: Rescue the kings daughter from the evil wizard and your reward will be priceless ... fail and 
you die, 

PERSEUS AND ANDROMEDA: Battie with monsters and supernatural powers in this mythological adventure. 

TEN LITTLE INDIANS: A train journey to a strange country mansion poses several mysteries for you to solve ... if you 

live long enough. 

All the above are on cas sette i n new plastic wallet packaging ©£9.95 each 
COMING SOON! TEN MORE GRAPHIC ADVENTURES FOR THE COMMODORE 64 
Send cheq ue/P, O J Access or Visa No or phone your order (24 hr answering service) 

ToDept SOFT Channel 8 Software 51 Fishery ate Preston Lanes Phone 0772 53057 

P I ease se nd m e 1 enclose Cheq u et Postal Order for the sum of 

Name... Address 



.Tel. No. 
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KEYBOARD KAPERS 



it's time to inject some 'play power 3 into your screens, courtesy of software supremo, Mark 
Greenshielda We 're proud to present three splendid programs for your Commodore micro — go 

on, treat yourself . . . 



ISLAND BLITZ 

Here's an updated version of an old ie but goldie — namely 
Btitz, originally written for the Nascom in the early days of 
microcomputing. The game itself, although written entirely 
in Basic, is faithful to the original and makes good use of 
the64's sound, user-defined graphics and sprite facilities. 

The story so far is t hat you Ve st rayed too fa r o ve r e nemy 
territory and your bomber is fast running out of fuel. 
Trouble is, after a long flight over the ocean you've reached 
an island without a friendly airfield in sight and the 
altimeter is all but screaming at you that you're beginning 
to lose height — just as you approach a huge city. 

Fortunately, the city has been evacuated of its citizens 
so you can t hrow yourm ora I q ual ms to t he wi nds and set 
about flattening the buildings in an effort to create a 



makeshift airfield and save your skin. But disaster upon 
disaster, there's a problem in the missile bay — although 
your ground crew were diligent enough to provide an 
almost limitless supply of bombs, you find you can only 
drop one at a time. And this is where the tactics come in; try 
and dest roy theh igh est building s f i rst, ot h erwise you're 
going to find yourself in a mess. 

The controls for the game are very simple — you drop a 
bom b usi ng the S pace Ba r; you II find that at least t he 
auto m at ic pi lot works! Should you manage to clear th e 
buildings in time, you will be able to land your plane 
s u ccessfu lly. You will then rece i ve a bon us for rescuing a 
stranded survivor before you move on to the next level — 
which is similar to the first . . Just a whole iot more difficult! 



Line 0 Disables the RUN/5TQP and 
GOSUBs to the "set-up user-defined 
graphics' routine at line GO. 



6 P0KE78S>52:PR1NTCHR*<&:)CHR:*U42:' : CLR-GQTQ61 



Urn 1-5 Setup trie variables, clear i ^^r 0 r 3C=( * 

the SID chipandprepare ttforthe § ^^^^^^272,24 
task in hand ^ primt"!!" 

5 A=- 1 106 : B-54296 : i>54272 D=32 : £=9 : L=0 ; FORZ=CTQF - POKEZ , 0 NEKT ■ POKEP, 1 5 : POKEC+5, 12 

8 



Line 6 Sets up Voice 1 and draws the 
ground. 



6 POKE Ob • 128 : POKEC+4 ■ 33 : PRINT" 71' ■ FQRZZ-1984T02&23 : POKEZZ>0 PQKEZZ+C5NEXT 



Unes7-11 Draw the buildings on- ? deffnp. { k >=1NT<RND< 1 >*x > : v=53248 > POKEV+28, 5 

vrppn This routine also orints the « FDRX-2T038 : J*FNR<3>+1 :G"FNflCS)+2 ■ I*FNfl<i3>+2 : POKECj 209 

™ til I ITZ J^!, i i 9 FORE*0TOG : I FEOGTHEHPOKE 1 344+X-43*E , J ■ P0Kf362 1 6^-4^, I P0KEC+ i , 255-23*0 i GOTO 

score, me niynesi score so far j ^ 

achieved and the screen level you 10 pg^ i 944+x*40*E , 4 PQK E^€.2l€+x-4y *e > 1 

have reached ' i 1 newt ■ 1 «fnrc 13 j+2 : NEkt ■ PRINT ; <*>" ; s ; TflB< 13>" ; ■ ? ; SGJ TftB<25 >" I ?-l \* <*> 

";HS 



Use 1 2 Finishes setting up the 
screen, 



12 F0RR= 0TO32 - P R I NT 1 1 M " ; ' NEXT - PCKEC+4.. 1 29 '■ POKE C > 200 : P QKEC+ 1.200: POKEC+6 t 1 28 : POKE C 

+5, 128 



Un e s 1 3-1 1 The main loop Of the 13 POKE P+L+C , 2 ■ FOK ER+L- 1 + C .. 2 = POK Efl -ML j 5 ■ POKER+L- 1 . S • P0KER+ L-2 » D : L»L+i 

nrnoram in which tlie Diane is moved 14 I FPEEK a 9? > -60fl WD fi+L< 1943 THENGO SUB 1 8 

1 5 Q«PEEKCH+L> ■ IFS»10RQ^RCN3ORQ-4THENS4 
arid a check is made to see 1 it nas i6 i F fl+L=l9e3THENF0KEV+41 ,234 POK£V+37# 247 ■ POKE 240 : GOT047 
crashed into one of the build ings. l7 FW p-i TO50 ; next ; go to i 3 



PROGRAMMER PROFILE 



As Mark Greenshields has pulled out all 
the programming stops to provide us 
with the necessary for this part of the 
magazine, we thought you might like to 
know more about the man behind the 
machine. 

Mark started programming a mere 
two and a half years ago, and has 
become proficient on both the 
Commodore 64 and the BBC Micro. His 
career to date includes two books for 
Interface Publications: Mastering The 
Commodore 64 and the soon to be 
released Mastering Machine Code On 
Your 64, Mark has also written a game 
for the software house, Screenplay, 
called Mad Monty. 



His current projects include writing a 
third book, which is provisionally 
entitled Forty Best Machine Code 
Routines For The 64, anda3Dgame 
which he describes as "a fighter game 
set in the Grand Canyon, but I haven't 
decided on a name for it yet". When 
asked about his future plans, he took a 
deep breath and said, "Oh, loads of 
things, Tm scheduled to write another 
three books this year, and I'm trying to 
start up a software company but as 
usual, money seems to be a problem". 

One thing's for sure, in amongst this 
busy schedule, Mark will be sharing the 
wealth of his machine code knowledge 
with readers of Your 64 in future issues. 




14-25 The drop bomb" routine. 



Uaes 24-32 This routine checks to 
see if the bomb has hit a building. If it 
has, then six sections of the tower 
block are erased from the screen. 



KEYBOARD K A PER S 




18 POKES ■ 15:PCIKE54284> 128 : PDKE54285, 128 : P0KE54283, 33 ; P0KE54273 , 31 
IS M=fH_+35 J-l :P0KEM-39,B Z=240 PGKE54280,200 

20 POKEM-48, D : POKE54284, 128 POKEM+C, 6 : PQKEM, 7 : Mrt"PEEI«M+4B> : POKE54280,Z: IFHH=0TI 

ENOOT033 

£ 1 IFMM-1 DRMJ1=20Rr1r1= 30 RMM*4THE N 26 

22 Q=PEEK <R+L> ; I FQ- 1 0 RQ*2GRQ-30RQ=4THEN34 

23 M*M+48 • hhfl+L : F0KEN+C2 : P0KEN-1+C, 2 POKEN, 5 : POKEN- 1 , 6 : POKEN-2, D Z=Z-5 

24 FORR*1TO50:NEXT:L*L+1 

25 OQTO20 

26 IFSI>99999THENS*0 HS-8 PRINT ' ;S; TRB< 25V = K->";HS 

27 PQKE542B3, 33 : FORR"=0TQ2 : POKES 4279, 150 = POKES4280, 153 = 'NEXT : POKE54283,8 

2& s*s+i :pRiNT 4> mm : ;<»>"iS : ifs>hsthenhs-£ • print j, «i"TftBt;25>; 11 ■ ;<=> h ;hs 

25 Q-PEEK(ft+L) : IFQ=iORQ-20RQ=3ORG-4THEN34 
3tf IFPEEX(I11'4@>^0TH£N33 

3 1 M=M+40 5 POKEM+C , 6 - POKEM , ? i POKEM-48 , B : N= R +L ; POKEH+C , 2 ■ POKEN+C- 1,2 POKEN , 5 

32 POKEN- 1 , 6 : POKEN-2 , D : J= J+ 1 : IF.K7THENL=L+1 -G0T027 



Unt 33 Erases the bomb once it has 
exploded 



33 PQKE34283, 8 : POKEM, li ■ RETURN 



Lines 34-39 The 'explosion' routine. 



34 POK E54 233,8 = PQKEfl+L+C , 7 ■ POKEfl+L , 1 0 : GO SUE 1 000 

35 V*"48 

36 P0KER+L+V-1+C5 PQKER+L+V-1,8 

37 FORR=1TQ200NEXT 

3 5 V - V-40 : PWEfl+L+V* 3 9 , E : I FPE E * '<* + L + V- 1 ? = 1 3 THE N42 
39 G0TO36 



Umi 42-44 Move the parachutist 
sprite should you crash into one of the 
buildings. 


42 V- 53248 : POKE V +28 , 8 : I ■ 1 S08 

43 PDKE2S42, 250 ; POKE V+4, <R+L+V-1B2S>*2 : P0KEV+27, 0- POKEV+21 , 4 : PGKEV+41, 5 

44 F0RSP<=8T0228 : P0KEV+5, SP = FORR»0TO 56 : NEXT : NEXT FORR-0TO1 000 : NEXT POKEV+21 , 8 


Uibi 4V48 The end of game 5 routine 


45 POKEC- 1 , 2 1 • SC- 1 : PR I NT 11 TXaEaiiNCU SCORED " JSi "POINTS" ■ IF 33HSTHENFR INT 11 tfOAMIBE 
ST VET!" MS=S 

46 PRINT-'HWHTOIWiMMISPRESS R KEV TO REPLRV ! 11 : P0KE198, 0 : HRIT198, 1 ; S=0 ■ P0KE53272, 2 
4 : G0T04 


LhMt 47-41 The "land plane 1 routine. 


47 J=0 

48 POKE 1 532 , D : POKE 1 983 , D : POKE 1 98 1 # B 

4? fopw= 1 Toae i;i=fi+L+L'H4@ pokeo+c , 2 ; pokeq+c - : , 2 pok eo ■ 5 poked- t , s pokeo-2 , d : pokec 

+4,0 



50 FORR-OTOJ : NEXT = J=J+39 : NEXT : V-53248 : POKEV+2 1 , 1 ■ CH= 13 : POKEV+l , 221 - PQKEV+ 16 , 1 ■ PO 
KEV j 85 

51 F0RF=85T02STEP-2 = PDKEV\ P : CH=1 4 ■ POKE2840.- CH ■ FORR= 1 T038 : NEXT ; P-P-2 ■ POKE V , P 

52 CH=13 POKE2040,CH FORR=1TO50 NEXT : NEXT POKE'/, 255 : PQKEV+16j 8 : F0RP-S55T0 1 63STEF 
-2 

53 POKE V , P CH= 1 4 : POKE2040 , CH : FGRR™ 1 TOS0 : NEXT P=P-2 POKE V , P : CH- 1 3 POKE2840 , CH 

54 FORR3 1T058 NEXT : NEXT : POKEV+2 1.0XC=10- POKEC+4 j 1 29 ■ POK EC +5 , 1 28 : POKEC+6 > 128 ; POK 
£54272,255 



linat 50-54 Move the survivor into 
the plane if you manage a successful 
touch-dowa 



Uiet 55-57 Tnis routine controls the 
plane's take-off and calculates the 
bonus for completing the screen and 
picking up the survivor. 



55 FQRft= 1925TQ1830STEP-39 : POKEfl+C j 2 : PGKEA+C-1 , 2^ P0K£A,5 POKEfi-1 , 6 POKEfl+3® .. B- POK 
EC+t.XC 

56 POKER+37,D FORR-1TO200: NEXT POKER, 13 XC=XC+1= NEXT RS=rNT<RNDCl>*ie0> POK£53272 
,21 

57 P0KE54 276,0 



Unei 61-59 The cleared lever routine. 



58 PRlNT^iHBWrVOU SCOREB"S "POINTS" PRINT" WWKPLUS R BONUS OF^RS*<SC+l> -S=S+RS#<.S 
C+ l > - KS«=S 

^9 PRINT" amp I»T«»i I XT'^ ESS R KEV TO CONTINUE" :SOSC+ 1 -POKE 138, 8 : NR1T198^ 1 -GOTO 3 



Unas BO 78 This routine creates the 
high resolution screen and holds the 
data which comprises the user- 
defined graphics. 



IHSLRNB BLITZ" 



60 REM HIRES 

6 1 POK E5328 1,1 PQKE53280 , i@ : CLR - PRINT" Zmmmn 

62 FORQ-8430TOS460 ■ POKEO^ 0 - NEXT 

63 FOR 0=81 92TO8302 : RERDV : POKEO , V - NEXT 

64 DRTfl35,£55, 170,8:5, 1?6,8S. 178,85, 153, 153,255, 195, 195, 255 > 153, 153 

65 DRTR23 1,23 1,255, 165, 165/255,231,231,247, 147, 159,247, 147, 15? ..£43,243 

66 BRTR51 ,61,42, 58, 44 , 32, 126 , 255, 254 ,68,1 37,253 , 255, 253, 253 , 24 

67 DRTR1 , 1 IZf 120, 125,255,63,31,3 126,24,60, 126, 126, 126, 60.24 

68 I<RTR24, 60, 66, 129/ 98, 60, 90, 129, 16, 56,62, 38, 48, 71 , 32, 8, 74, ^0 84, 1^5,74,44,89 
5 

69 BRTR8, 68,156, 195, 124, 248, 24^,224,8, 2S, 252, 121 ,62,31 15,3, 8, @, 255, 5,9, 0,0,0 

70 F0RQ-S576 TO 67 35 ' RERDF : POK E O , F : H EX T 

71 DRTR8, 126,70,74,82,93, 126,0,0,56,24,24,24,24, 126,8,9, 126,66,4, 120,96, 126,0 
7% DRTR8, 126,2,62,6,6, 126,8,0,64,64,64,96, 100, 126,4,0, 126-64,64, 126,6, 126,0 

73 DRTR8,96,96, 126,98,98, 126,8,0, 126,2,2^6,6,6,0.0, 126,66, 126,66,66, 126,0 

74 DRTR0, 126,66,66, 126,6,6,0 

75 DRTR8, 126,64, 126,6,6, 126,0,9, 126, 66, 64, 96, 98* 126,8,8, 126,70,66,66,66, 126 8 

76 DRTR8, 124,68,68, 120, 108, 100, 0,3, 126, 64, 64, 126,96, 126,8,8, 16> 16, 16,24,24,24, 

77 DRTR0,62,8,S, 12, 12, 12,8,8,66 66, 102,24,24,24,0,8,66,66,66,126,98,98,0 

78 DRTR0, 126, 66, 64, 102, 100, 126, 8 



0 



Ultl4044 Printout the instructions 80 P0KE53272, 21 ■ GOS"JS108 POKE8303,9 

for the game. 81 PR I NT •' mmnmmi 5LRNB BLITZ^PRENT m )!M1THE object OF THE GRME IS TO BLOW UP 

32 PRINT"BUILBINGS SO THRT YOU CRN LRNB SRFELV MRND PICK UP VOUR PRSSEN0ER 0 

83 PRINT"1IM SPRCE BRR TO DROP R BOMB 1 ' F0RQM=54272T054296 POKEQW , 0 NEXT 

84 PRINT 'SOW PRESS fl KEV TO START" GOTO 1 



MAKE THE MOST OF YOUR COMMODORE 
WITH BOOKS AND SOFTWARE FROM SOFTALK 



Books 



1 The VIC 20 For Kids of All Ages 

If you want to barn about computing with your VIC 20 this is 
where you start, Hardware, software, programming and intro 
to Basic are all here. £9.95 

2 Mastering The VIC 20 

If you think your VIC 20 just plays games — think again! This 
book opens the door to home applications, software, advanced 
graphics and word processing, Strong and useful £9*95 
:i flow to Use the VIC 20 

Very much for newcomers to the VIC 20, shows how to 
operate, load, save, Provides a good introduction to graphics, 
sound and Basic £6.95 

4 VIC 20 Games, Graphics and Applications 

If you are using the 5k unexpended VIC 20 this book teaches 
you how to use the real time clock, colour, graphics and users 
definable char, set to write some clever software £8.95 

5 Commodore 64 Graphics and Sound Programming 

The best book we have seen yet on introductory and advanced 
graphics and sound programming for the COM 64 £13*95 

6 Elementary Commodore 64 

Press reviewed as one of the most helpful and clear 
introductions to the COM 04, A best seller in the USA. Good 
for intro into Basic programming £10*45 

7 Your Commodore 64 

Introductory and advanced Basic for the COM 64, sprite 
graphics and memory location guide. Considerable details 
£12,95 

8 The Master Memory Map For the 64/For the VIC 20 
Both books provide pages of memory locations inside vour 
computer which makes the computer perform in spectal ways 
£10.25 each 

9 Basic Computer Programs for the Home 

330 pages packed with Basic programs for home use. Diet 
plans, X mas card lists, maths homework, expense budgets, 
diary and BO other uses Exceptionally good value. £12.95 

10 Advanced Bask 

Covers extended features of strings and files and application of 
Basic in graphing, simulation, statistics, matrices* co-ordinate 
geometry and more £10.95 

1 1 Basic Basic 

Integrates the learning of Basic language with school 
mathematics. Flowcharts and programming techniques are a 
strong feature £10.95 

12 I Speak BASIC (Commodore 64 Student Text)/(VIC 20 
Student Text) 

Two books which provide a comprehensive guide to Basic 

language, subroutines and skills in learning how to program 

£9-95 each 
1,3 Commodore 64 Assembly Language 

An excellent comprehensive guide to programming in 

Assembly language for the COM 64 £22.95 
L4 1 001 Things To Do With Your Personal Computer 

An amazing 1 001 collection of hobby, scientific, mathematical, 

business and financial and home use programs written in 

Basic. A must for any enthusiast £1 0.95 

15 The A-Z Book of Computer Games 

Very much for the aspiring micro computer games buff. This 
book teaches the techniques of games programming (in Basic}, 
includes 26 ready to run games, good value £10*95 

16 How to Make Money with Your Micro 

Very much for the micro-entrepreneur. How do you make 
money out of micros — read this book! £1 1,50 

17 Directory of Computer Training 1984 

720 pages crammed with information on 1984's 3,500 
computer training courses. A complete section is devoted to 
training and career development in computing, and a special 
feature includes details of aver 7. r >{] self study courses, vide<i 
based training, audio cassettes etc £47.95 

18 Working with Computers 

A general introduction to computing as a career. Computers at 
work, what computer people do, vour first job and afterwards 
£5.95 

19 Microchip Technology {The Past and Future) 

A description of the silicon microchip technology, both as an 
amplifier and for digital devices like memories and 
microprocessors. New technologies such as 16- and 35- bit 
microprocessors, gallium arsenide and optical computing are 
discussed £9-95 



TRADE ENQUIRIES WELCOME 



Piease add Mt pence per order for postage, packing and iommutce 



Software for the Home 



20 Robot Panic 

Can your drone robots beat swarms of Srydlocks on 20 exciting 
levels. VIC 20 cartridge -£16.85 

21 Predator 

Defend your nesting area from intruding birds and their 
hatching eggs. Multi levels and high score features. VIC 20 
Cartridge £16,85 

22 War 

A detailed strategy war game — move your armoured units 
into battle formation and destroy the enemy. COM 64 Disk 
£19.95 

23 Secret Mission 

Try to save the world's first automated nuclear reactor before 
it blows up, don't forget your bomb detector! COM 64 Tape 
£10.85 

24 Sulls Educational Software 

Timetraveller, Just -A- Mot h Besieged „ Bailiff and Wordpower, 
all top class educational software. COM 64 Disk £9.95 each 

25 Sulls Demonstration Disk 

A demonstration disk of Sulis Educational Software. COM 64 
Disk £1,50 

26 Wall StrcetA clever investment strategy game challenging you 
to invest in stocks, property and precious minerals. Can you 
become very rich — or will you lose all? COM 64 Disk or Tape 
£19.95 

27 Softalks VIC 20 Gaines Catalog - Free 

23 Softalks COM 64 Software Catalog - Free 

29 Money Manager 

Sixteen Budget and Actual categories inputted on monthly 
basis of 12 month period- Provides graphical a nay] sis of budgel 
vs actual- For home or business use, COM 64 Tape £25+95 

30 Home Inventory 

For cataloging of all your possessions for up to 40 categories. 
Will value vour possesions in any category or in all. VIC 
2O/C0M 64 tape or disk £14.95 
-11 Decision Maker 

If you have some tough decisions, use Decision Maker to weigh 
up the important factors and come to a quantified decision. 
Up to 1 1 influencing factors. VIC 207CQM 64 tape or disk 
£14.94 

32 Typing Tutor Word Invaders 

Tms is THE way to learn high speed touch typing. Measures 
typing speed and points out mistakes. Use Word Invaders to 
blast invading words out of the sky! VIC 20/COM 64 tape or 
disk £19.95 

33 Success With Maths 

If you want to come top in maths this series of programmed 
learning will get you there. Quadratic Equations/Linear 
Programming/ Fractions or Decimals. One program per subject 
COM 64 Disk or tape (please specify your choice) £23.50 per 
program 

34 Dungeons of the Algebra Dragons 

For ages 14 upwards use your algebra skills to outwit the 
Alegbra Dragons. A challenging and enjoyable way to learn. 
3-D graphics and 5 skill levels. COM 64 Tape or Disk £23.95 

35 Demonstration Disk 

Example of Home managment, educational and entertainment 
software from one of the leading USA Commodore software 
companies, A demonstration disk only. Full software range 
available from Softalk. COM 64 Disk £4.95 



Please supply books or software indicated 

I enclose cheque/access/money order for £ , . . , 



Name 

Address „,„ 



Circle the number indicating your choice: 
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SOFTALK 16-18 Princess Victoria Street, Clifton, Bristol BS8 4BP. Telephone Bristol 0272 877245, 




Available Now for 
Commodore 64 




VALHALLA is- available for Commodore 64 and 48K Specify m, and >s 
Supplied wilh VALHALLA player manual and prase illation qqx. 

VALHALLA is normally available from slock, and orders are despaiched by 
return. II, far any reason we are unable to lullii your order within 14 days ol 
receipt, we wilt net fy you, 

VALHALLA cassettes carry an unconditional lileiime replacement guarantee. 

Commodore VALHALLA: Commodore p* infer optional, discs not supported. 
Spectrum VALHALLA: ZX printer optional, microdrivea and full-size printers nol 
supported. 

TO ORDER: (UK Only) Simply complete the coupon, and FREEPOST with 
your cheque/PO, made payable to LEGEND, 

BY TELEPHONE; 0223-312453 Mon Fri. 9-5 30. stating name and address, 
card Mo. and itern|» requred. 

RETAILERS- Please contact your regula/ distributor. 

CORRESPONDENCE: LEGEND (Customer Relations), National Works, 
Bath Road, Hounstow. Middlesex 

MCWSOFT OPERATING S^STEW UNDER LICENCE 





The object is to protect a swan and a fish happily living in their bath. If the water 
level in the bath gets too high the swan will swim away; if it gets too low, the fish 
will die - but watch out for the elephant and the little boy R.R.P, £7,95 




PS S 452 STONE Y STANTON RD. COVENTRY CV6 BDG. TEL: COVENTRY (0203) 66 75 Be 



KEYBOARD KAPERS 



Unci 100- 120 Contain the data which 
makes up the sprites 



100 FGRn-STOU 24 -READS- POKER+832, £ : UEXT 

192 DRTR0J 0,9, 0,8, £,0,0,0, l,80,t, 2, 208*0,3,208 ..0,3 .206 .0,0, €4.0, 1 ,30,0 

103 EflTRl x I 48^0, 9 j 148,0.9. 145,0,33, 145,0,33,81,0, 130- 161,0 

104 BfiTRl.SO.^. i-3 IS, 0, 1. 4, 0,1, 4, 0,0, €5,0, 1,68,0 

105 BflTFF0,0,0,0,0,0,0,0,0,i,0,0, 15, 192-0,6, 192,0,10, 192,0, 10. 1*2,0, 1 ..0 

106 DftTfte, 53,96,0,53,^6.0, 198* 72>3>6>72, 3 >&i 0,6.64, 9,5, 64, 0,0 4,64, 0, 16,64 

107 DATR0, 16,64,0, 16, 64,0,65 , 64 

1 0$ FOPfl=0TO62 : READS : POKE 16000+fl, S = NEXT 

109 DRTfl0,0,0,0,0,0,0,0,0,3, 192.0,7.224.0, 15.240,0. 16. 3,0 ■ 91 , 140, 8, 83. 292,0 

110 DftTfll 47, 201,0. 153, 153,0.7,224,0. 13, 176,0. 1 , 129,0. 3,224, 0,3, 96, 0-3- 192,0 

111 i«RTfl6, 48,0, 6,48, 0,24, 12.0,6.0,0 
1 1 8 FQRfl*54272T054296 ■ POKER . 0 - NEXT 
120 RETURN 



tin ti 1000-1 02O This routine creates 
the explosive noise which 
accompanies an unsuccessful 
attempt at landing your plane half- 
way up a tower block! 



1 @00 P0KE54296 , 15 : POK E54292 , 1 23 : PO KE 54 29 1, 128 : POKE54290 .129- POKE 5 4287 , 200 

1 002 P0KE54286 ,200 : F0RF~7TG15 : POKE 54296 , F ■ FORP= 1 TO 1 0f~f : NEXT NEtf T FORF=i ^TO0?;TE P - 1 

1 004 P0KE54296 , F ■ FORR=OTQ10O NEXT : NEXT - RETURN 

1 027 V=53248 : POKEV+21 , 4 : P0KEV+2S, 4 : POKEV+4 1 , 247 : POKE V+37, 24 1 : POKEV+38 - 246 

1030 RETURN 



MAZE 



Mazes have always beer popular form of entertainment and 
have even carved a niche in modern culture (you'll have 
heard of the expression 'get lost', for instance). No doubt 
youve seen mazes before — but if your only experience is 
the Hampton Court Maze in Autumn, ie. when you can see 
through the hedges, then thin k again before entering this 
ga m e, for co mputer maz es a re a dif fere nt cup of meat 
entirely. 

Playing this maze game isn't quite what you'd expect 
because it's not you travelling around the maze, so much as 
the maze moving around you. All you geA to guide you is a 
small 'wind ov/ giving you a port ion of t he whole -*■ we 1 1, we 
wouldn't want to make it too easy, would we? Just move 
around the maze and you'll know when you've made it to the 
end when you reach the small white blob. 



The game has been written for you to use certain keys of 
the keyboard to make you r moves-But if you 1 re the proud 
owner of a joystick you simply have to make a few changes 
tothe'keychanging 1 routine in lines 80-86; variable E 1 
needs to be changed to 5632 1 if you're going to use the 
front joystick or 56320 for the back joystick port. If you're 
going to be using the keyboard to control your moves, 'Z' 
moves you left, 'X' to go rig ht, 'K! to go up and 4 M' to go down. 

And if you li ke the sound of this game but have not yet 
made the move up to a Commodore 84 and are sitting pretty 
with a VIC 20, the good news is that Mark has made the 
necessary conversions so that you can run the program. So, 
for all Commodore owners, we hope you'll be amazed with 
this game. It's all against the clock, so happy hunting! 



Uiet 0-4 Setup the SID chip and 
dimension trie array AS to hold the 
maze. 



0 PR I NT C HR* < 1 42 > C HP* < y > 

1 FQKE54296, 15 : P0KE5427", 128 : P0KE54278, 128 ■ POKE 54276, 33 
4 DirW*<100j HT*=" " 




Unei W Print the instructions for the 
game for the first-time player. 



5 PRINT "iwiIWIWiP PI fr Mil*. t >t. 1 m;4M»MHPI(C) t§©2 DIGICOM 1 ' 

6 P0KE5323 1.15: POKE5.32813 . 9 : PR I HT " »EU I DE YOUR F1RN RRQUN5 THE MRZE RS FAST M AS P0 
SSIBLE", 

7 PRINT" US IMG KEVS" : PRINT"JHM 3E1 LEFT RI^HT" : PRINT" MtiflKfe U 
P SM* SOWN" 

8 PRINT "WWMMMIZPRESS Fl KEV TD PLflV 



Une 9 Waits for a key to be pressed 
before the game is begun. 



9 POKEiSS^NfllTlSS, 1 



Lies 10-11 Clear the user-defined 
area of memory and read in the data 
which defines the graphics. The 
routine also turns the screen black 
and sets up the variables 



18 FuRA=»S44STOS460 = POKER.. 0 : NEKT 
U P0KE53272/24 

12 PRINT " IT - POKE 54256 , X 5 

13 REP1 HIGH RES 

14 POKE 5328 1,0 

15 H-3712 

16 RE HUB : IFB=300THEN18 
1? POKER.; B : fi«Fi+ 1 :GUTG 16 

18 F0RR«=9576TQ8662 RERDB POKER, B NEXT : FQK£8m+5S*ei 0 



Unet £0-65 Set up the maze using 
the dimensioned array^ AS. 



20 


flf < 10 ) * "MM****************** " 


21 


FORfl-0TO? 


R*<R)*R*U0> ; NEXT 




22 


:R*<11H M * 


a — '* 




23 


P-1344 






24 


H*<12>-"* 


*** *************** 


*" 


25 


fl*U3>= u * 




*" 


26 


Af<14)-"* 




*" 


27 


R*<15>~"* 


* * * ** * * 




23 


fl*<16>*"* 


* * ** ** * * 


*'* 


23 


R$<17>*"* 


^ ^ ****** * * 




30 


R$<:i8>="'t 


^ 4* * 


*" 


31 


R*<M£)-"* 


***** ** ***** 


* H 


32 


Rf<20?«°* 


** 


* M 


33 


fl*t21^«" ******* * ** * ***** 


*" 


34 


R*c22>-"* 


* * * ** * * 


*" 


35 


A*C23>="* 


'fr fl^^ 


*" 


36 


fl*C24;j= Ht * 


i ^ t t i f t f 


* M 


37 


A*<25>="* 


fl ^ ij ^ * A ^ 


* r| 


38 


H*c2e^-"* 




Hf 


39 


fl*C27)-"* 




*" 


46 


A*<28>="* 


I *m * * **** * 


* - 



KEYBOARD KAPERS 



41 fl*<2?)-"* 

42 Ri<30>="* 

43 ftt<31)- H * 

44 fl*<32>= H t 

45 fl*<33>="# 

46 fi*<34>="* 



( t t ^ * 
***• * * **** t" 

* t *4tit**fl? * * * 

* * * * 

£ f ifuf^t ****ii * 



47 fi«<35>="* ********************" 

48 fl*<36>- w * * *" 

49 R*<37j ="**** ft*********** *" 

50 A* '333-"* ***** *" 

51 fl*<39)="* ** *" 

52 R*C4@)= H ******** **** *#****'' 

53 R* (41)'"* ** ** ** * H 

54 R$(42)= M * ft* ** #* *** *" 

55 H*(43)= M * * ft ** * *" 

* * * ♦ *" 

* * * **** * ***** f * * * 

* * *" 
***** * * ***** *" 

* tff*** t *" 

61 fl*< 49 )=*'***** t* *****" 

62 FQRP1-0TO49 = AS (50+P 49-R) 

63 NEXT 

65 at^S8^"4 *" 



56 fl*<44)* M * 

57 fl*^45)-" h * 
53 fl*(46^"* 

59 R*<47;="* 

60 R*(48>="* 




Utet Contain the data for the 
user-detined graphics. 



66 GQT072 

67 DRTA255, 129,255, 129,255, 129,255, 129 

66 &RTfil29,90,3S, 126,255,60,36, 195,255, 127, 63, 31 , 15, 7, 3, 1 , 128, 192,224,240,243 

69 DRTA252 , 254, 255 , 0, 126, 24 , 24, 24, 24, 24, 24 , 0 , 60, 24 , 24, 24 , 24, 24, 60 

70 BRTR0, 126,64,64, 126,64,64, 126,0,66, 102,90,66,66,66,66,0 

71 PRTA390 



Line 72 Sets up the variables and 
starts the clock. 



72 fl=86^=20'TIi="09000« M 



Uttet 73-87 Form the 'window' of the 
ma7p lha 1 will hp qppfi nn-Qrrpfln TTii^ 

1 1 Ira J r. || idi Ytf || | OCCI 1 UI H0L1I tt 1 1. 1 1 1 1-3 

routine also updates the time spent In 
the maze and checks to see if you 
have walked into a wall 


73 PRINr'm&UM 1 ' 

74 F0RB=fiT0R+4 

75 PRIMTTHB<8>jH*Ci> 

76 NEXT 

77 IFPEEKCP+H;'032THEN8S 

73 POK EP+54 272+X , 5 : POKE F +X , 66 

79 PRlNT-S^^ROmm^iftflSiSWMifcMlMtiir- II = ";I1IM<TI* .3,2 V- : ";RI3HTf(TI$,2) ; 

30 E=PEEK< 197;.- : IFE-64THEN73 

31 PQKE54272, 100 : PQKE54273, 160 
33 IFE«3STHENR^Uf1*i 

83 IFE-37THENfl=fl-l W=2 

84 POKE54272.0 P0KE54273^ 
65 I PE= 1 2THENX-X - 1 M- 3 

S6 IFE=23THENX=X+1 11=4 
87 G0T073 


Lines. 88-95 Move your character 
according to the Instructions 
conveyed via the keyboard (or 
joystick, if you have made the 
necessary changes suggested in the 
text). 


33 IFK=lTHBN3"fl-l 

39 IFPEEk.<P+X>=6~ORPEEK<P+X>=6eTHEK96 
99 PQKE54272, 130 P0KE54273, 100 

91 IFM=2TH£NP=fi+l 

92 I,FM*3THENX*X+1 

93 IFi1=4THENX=X-l 

94 FQKE54 272 , 0 " P0KE54 273; 9 

95 GDT073 


lines OZ The end of game' 
routine, This routine prints out the 
time taken to complete the maze 
successfully. 


96 F0Rfl=255T0SS;TEP-4 ■ F0RB=5TCi 1 5STEP3 

97 P0KE54296 , E P0KE54272, 200 P0KE54273,fl 

99 NEXTB, fl : P0KE54272, 0 P0KE54273, 9 : P0KE53272,2l 

100 PRINT " ^aaMWinaWltVOUR TIME Vim M ;r1ID*tTI*,3,2>; w MINUTES ,, jRIOHT*<TJt.2)j " SE 
CONDS" 

101 PRIHT-'HNUQjKIM^^ KEV TO RESTPRTffl" 

102 IFPEEK(197K>64THEN102 


lines 103-1 01 Reset all the variables 
and offer the user another game. 


1 03 IFPEEK<197>=*64THEN103 : PR! NT "3" 

104 TI*-"00000@" 

106 RESTORE 

1 0 7 p*: if, — ^( Wfj^iOTwaw' 1 

10* RUN 


Uect 110-118 Contain data for user- 
defined graphics. 


110 lFRTfi0, 126,70,74,82,93, 126,0,0,56,24,24,24,24, 126,0,0/ 124/66,4, 120,95, 126,0 

112 DRTR0J 126,2,62,6.6, 126,0,0,64,64,64,96, 100, 126,4,0, 126,64,64, 126,6, 126,0 
114 URTR0, 96, 96- 126,93,93, 126,0-8, 126. 2.. 2, 6,6, 6, 9, 6 ■ 126,66, 126,66,66, 126,0 
116 H0TR0, 126,66,66, 126, 6, 6, 8,0, 3,24, 0,0,24,0, 0, 9 

113 BfiTRe, 126,24,24,24,24,24,24,0 


VK 20 MAZE 


Lines 0-4 Set up the sound chip and 
dimension the array A$ to field the 

maze. 


0 PRIHTCHR$C142DCHR$C8 3 

1 P0KE51 ,255:P0KE56, 19 

2 P0KE55 , 255- POKE56 f 19: CLR 

3 IFPEEKC5120D=28THEN12 

4 Dwmam} 



KEYBOARD KAPERS 



Um 5* Print the instructions for the 
game for (he first-time player 



5 PRINT-afflUilLL3P»WE11innil1QCC319 
32 D TGI COM" 

6 POKE3e879,93:PRINT r, QJ3UIOE YOUR MAN ROU 
ND QJJHE MAZE AS FAST AS QUfOSSTBLE USI 

HQ"; 

~> PRINT" KEYS;iaSZiLEFT BRIGHT £Kr 

UP Q]]]]]]3Rf1 r DOWN " 
3 PRINTQPRESS A KEY TO PLAY I" 




Lint 9 Waits for a key to be pressed 
before the game is begun 



9 POKE193,0:WAIT198,1 



Lines 10*11 Clear the user- defined 
area of memory and read in the data 
which defines the graphics. The 
routine also turns the screen black 
and sets up trie variables 



10 PRINTQQDK PLEASE WAIT 3 " 

1 1 FOR A =0TO 1 024 ; POKES 1 20+A , PEEK C 32768+CA 
/2) 3: NEXT 

12 PRINT ,, sJ' = P0KE36878 p 15 

13 P0KE36865 , 200: P0KE36867 , 255: P0KE36869 
,253 i P0KE36879 .8 : P0KE36865 , 1 5 

14 PRINT^SH jiflxAxZKEsC 

15 A -61 60 

16 READB: IFB-300THEN20 

17 POKEA ,B 

18 A=A+1 

19 G0TQ16 



Untt 20-65 Set up the maze using 
the dimensioned array, A$. 



20 A$£ IB j-'aaaaaaaaaaaaaaaaaaaaaa 

21 FORA=0TO9i A*CA3=A$C10]:NEXT 



aaaaaaaaaaaaaaaaaa 



a 

a 

a 



aa 
a 
a a 



22 A£Ul>"a 

23 P=7856 

24 A$C123="a 

25 ft*C133="a 

26 A$Ci4D= M fli 

27 A*C153-"a 

28 A*U63 = "a 

29 A$C17>'a a 

30 A$C18D = "a a 

31 A$C193= a aaaaa 

32 A$C20D = ,, a 

33 A$C21 ]-"a aaaaa a 

34 AiC223="a a a a aa 

35 A*C233="a a 

36 A$C24^"aaa 

37 A^C253=> a 

38 A*C26D="a a 

39 A$C27]~a a 

40 A$C28]=-'a a 

41 A$C29^"a 

42 AU30)-"a 

43 A$C31 ^' a 

44 A$C32D = "a 

45 AiC33^"a a 

46 AiC34D-"a 

47 A$£353^ "a 

48 A*C363="a 



a 



aa 
a 
aa 



a a 
a a 
a a 
a 
a 

aaaa 



aaaaaa 
aa 
aa 
aa 

a 
a 
a 
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a 

aaaaa 



a 
a 
a 

aa 
a 
a 



aa 
aa 



a 



aaa 

a a 



a 
a 
a 



a a 
aaaa a 

a a aaaaaaaa 
a a 



a aaaa 
a a 

a aaaa 

a a 
a a 



aaa&a aaaaa 



a 

a 
a 

a 
a 
a 



a aaaa a aaaaa a aaaaaaaa 
a a 

49 A$C37 3= aaaa aaaaaaaaaaaaa a 

50 A$C383=a aaaaa a 

51 AK393='a aa a 

52 A$C40J= "aaaaaaa aaaa aaaaaaa 

53 ASC41 ) = "a 

54 A*C42 3- h 'a 

55 A*C43D="& 

56 A$t44) = "a 

57 AK45>"a 
53 A*C46>'a 



aa aa aa a 
aaa aa aa aaa a 

a aa aa a 
a a a a 

a aaaaaaaaaaaaaa a 



59 A$C4?3="a aaaaa a a 

60 AiC48D="& a aaaaaa 

61 A$C49 3 = " aaaaa aa 

62 FQRA=0TO49 

63 AK50+A D=A1>C43-A ] 
B4 NEXT 

65 A$C88>"a 



a 

aaaaa 
a 



aaaaa 



KEYBOARD KAPERS 



Ums 1 Conta in t he data lor the 
user-defined graphics. 



67 DATR255 , 1 29 , 1 29 , 255 , 1 65 , 1 65 , 2 55 , 1 29 , 1 
23 /25b , 155 ,165 ,255, 123 ,123,255 

68 DATA0 , 0 , 0 , 0 , 1 23 , 66 t Q2 , 1 02 1 1 26 , 255 , 1 89 
, 36 ,0,0,0 ,0 

69 DAT A0, 255, 0,1 27, 0,63, 0,31 ,0,15,0,7,0, 
3,0,1 ,0.0,0,128,0,192,0,224,0,240,0,248, 
0,252 

70 DATA0,254 

71 DfiTA300 




Line 72 Sets up the variables and 
starts the dock 



72 A=86iX = ll-m="fe00000" 



Lines 71-87 Form tie window' of the 
maze that will be seen on-screen. This 
routine also updates the time spent in 
the maze and checks to see if you 
have walked into a wall, 



73 PRINT " SQQQQQ" 

74 FORB^ATOA+4 

75 PRINTA^CB 3; 

76 NEXT 

77 IFPEEKCP+X5O32THENG0T088 

78 POKEP+30720 + x y 5- s:) OKEP+X,66 

79 PRINT " SEQQQQQQQQQQQQQQQ ] J J ] .1 3 T I ME 
IDSCTI$ ,3,2 3; " ; RIGHT$CTI$ ,2 D; ' £' 

30 E -PEEK C 197 MFE'=64THEN73 

31 POKE36875.220 

82 IFE=3GTHENA=A+liM-l 
33 IFE=44THENA=A-l:i1=2 
84 POKE36875,0 
35 IFE=33THENX-X-1-1=3 

86 IFE^GTHENX^X+l- 1=4 

87 G0T073 



Lines 88-05 Move your character 
according to the instructions 
conveyed v*a the keyboard, 



88 IFM=1THENA=A-1 

89 TFPEEKCP+X ]=670RPEEKCP+X ]=68THEN96 

90 P0KE3C875 ,209 

91 !Fn--2THENA=A+l 

92 IFF1=3THENX=X+1 

93 IFF1=4THENX=X-1 

94 POKE36875,0 
9b G0T073 



Una 1 91-102 The end ot game' 
routine. This routine prints out the 
time taken to complete fhe maze 
successfully. 



■96 FORA = 255T0128STEP-4- ^0RS^5TQ15STEP3 

97 P0KE36878.B 

98 P0KE36876,* 

99 NF.XT8 ,fl 

100 POKE36876,0 

101 PRINT '' SQQQQQQQ QQQQQQ ANY KEY TO RES 
TART" 

102 IFPEEKC197JO64THEN102 



Lines 103-1 Oft Reset all t to variables 
and offer the user another game. 



103 IFPEEKC 197 J=64THFN103 

104 ri$ = ,, 000000" 

105 PRINT •' SEQQGQGnQPQQCJHfJnJ i 1 11 J JLTTMF-^ 
riID$fTI$,3,2^ • 1 ^ RJGH r *r ri$,2D; 

106 RESTORE 



WANTED... 



. . .Good programs to feature in our 
magaz in e. Obviou s ly, as th is is our fi rst 
issue we wanted to give you something 
special in the way of listings — and if 
you want the best you go to the best 
which is why Mark Greenshie Ids was 
our first choice. However, in much the 
same way that you haven't heard of us 
before, we haven't heard of you . . . yet. 
If you would tike to carve your niche in 



a small part of programmi ng h i story, 
why not send us your programs and, if 
t hey m eas ure u p to th e sta n da rds we've 
tried to set, we'll publish them, (We pay 
better than most — but they've got to be 
goodf) 

Should you feel inspired to submit 
any listings, please accompany them 
with hard copy of the listing, some 
instructions for play, a breakdown of the 



prog ram's content (line by I ine, where 
necessary), and a copy of the game on 
cassette We will eva I u ate the prog ram s 
as quickly as possible and readers will 
be informed if theirsubmissions will be 
u sed .All programs will, of co urse, be 
returned. 

Please send your programs to: 
Your 64, 14 Rathbone Place, London 
WtPiDB 




- - . „' SOFTWARE 

Bob Hamilton's best selling Spectrum game has been beautifully converted for the 
Commodore 64 by John White with many additional features fully utifising the extra capabilities of 
this machine. The Pyramid contains 120 chambers on 15 levels. In order to get from one chamber to 
another you must fight off the indigenous aliens to collect an energised crystal which will 
neutralize the force field guarding the two exits. The Pyramid is defended by a total of 120 different 
beautifully animated aliens [more than any other video game in history!), one for every chamber 
and each with a unique attack pattern. They manifest themselves in the most amazingly diverse 
and peculiar forms from the squirting soda syphons to the extra-terrestrial tweezers and a whole 
host of entities defying rational description. You will have great fun inventing your own nicknames. 

You proceed to explore the Pyramid from top to bottom with the difficulty increasing 
with the depth of level as the attack patterns get more complex and the aliens become 
intelligent. 

Depending on the choice of exit from eacfi W m t 
chamber you are likely to have a V 
different game every time you play * ' 

Apart from the challenge of 
trvinq to achieve the highest score . ■ 



trying to achieve the highest score 
possible the Pyramid contains a 
number puzzle to solve. The more 
chambers you successfully visit the 
more information is gathered to 
enable you to unravel the 

cpcret numhers nf the 





This is "ZIGGY" He Is shown 
above in his exploratory capsule 
and is a true representation of 
the on screen graphics. Ybu 
have total control over his 
movements as you explore 
the many chambers of 
"THE PYRAMID", 




For 
Commodore 

64 

and 48K 
Spectrum 



FANTASY SOFTWARE Is available frdrii W.H. SMITHS, JOHfTMEIYZIES, BOOTS, LASKYS, GREENS, 
RUMBELOWS, SPECTRUM GROUP and all other good software retailers. 

The Pyramid at £6.50 for Commodore 64K and at £5.50 for the Spectrum 4SK from 

FANTASY SOFTWARE, FAUCONBERG LODGE, 27A ST GEORGES ROAD, CHELTENHAM, GLOS GL50 3DT 
despatched by return first class post together with free membership and current newsletter of the Fantasy Micro Club. 

Trade enquiries welcome - telephone 0242-583661 . 



T A L K I N ' 6 4 



Your 64: How big is the 

Commodore software 
catalogue . . . where does 
most of it come from? 
Gai t Wellington: We have 
about 200 titles gathered 
from ail over the world. The 
majority of it comes from the 
U nited States and here in 
Britain — it's about a 50:50 
split, with a few other 
programs coming in from 
here and there. Other than 
some arcade stuff in the 
States, we do very I ittle of it 
in-house. 

Y64i So you actually have a 
team of talent scouts out 
there scouring for software? 
GW: Yes, although people do 
send us th ings, we also 
acquire product that's 
already on the market We 
design software, we find the 
most suitab le people to code 
— there are lots of 
possibilities. 

Y64: How many scouts are 
there, and are they h unting 
down b usi n ess o r ga m es 
software? 

GW: Between home 
recreation and education 
software there are five of us, 
Some are more involved in 
locating it s and others more 
in marketing it — dealing with 
the ideas behind it and that 
Kind of thing. Just two people 
look for business software, 
though I also get in volved as 
well. There's one other 
person whogets involved on 
all the products and checks 
for quality, 

Y64: So what's the best way 
to scout for good software? 
GW; There's no best way . . . 
the only way is what works. 
We try all kindsof things and 
good software comes in ali 
kinds of ways. There's no 
hard and fast formula — if 
there was it would be an easy 
job, and it isn't! Although I 
have a lot of software sent in 
tome, very little is 
marketable- We probably get 
three or four pieces sent in 
every day and if we find one 
in a month that's any good, 
we thin k we're pretty lucky. 
Y64: Can you name some of 
the packages that you've 
struck lucky with? 
GW: Well there's Gortek and 
the Microchips. That's a 
cartoon storybook with 
software that teaches 
children, young children, the 
very rudiments of Basic. That 
came in the post, or at least 
the book part of it did. Three 
school teachers in 
Hampshire wrote asking how 
they could get the idea 
published. We also get a lot 



Commodore has a team of talent scouts 
actively seeking out software wherever it 
lurks, slapping the logo on, and then selling it 
around the world. Its freelance 'fingertips' are 

thought to bring In several million pounds 
each year. Chief scout is Gail Wellington and 
Paul Walton asked her how the system works 
— and how potential program writers can turn 
it to their advantage. 




Omit Wellington, keeping her eye on the software market, 
ensures that sub-standard software gets the boot. 



of games sent in, but most of 
them are just copies of 
arcade games, quite literally, 
They may have coded it 
themselves but they're not 
idea creative. Probably only 
fou r or five per cent are really 
creative, 

Othertitles , . . well there's 
the Rolf Harris Picture 
Builder. That's one that came 
from an author we'd worked 
with before. He sends us 
stuff fairly regularly. We 
made some suggestions arid 
contributed to the 
development of the idea and 
he went away and 
implemented it. And there's 
also a h igh- resolution art 
package that came in 
through the post ♦ . . that's 
due out soon. 
Y64: Are there any pat 
places to go looking for 
software? What about the 
computer clubs, the schools? 
GW: No, not really; very few 



are generating anything hot. 
it's more a question of 
keeping your eyes and ears 
open, letting it be known that 
you're interested, scouting 
through software houses and 
cultivating contacts. 
Y64: If Commodore user^ 
want to show you their 
software, what's the best way 
for them to present it — to 
stand the best chance of 
being seen? Do you look at 
everything that's sent in? 
GW: Obvious points really . . . 
mainly it should include 
instructions on loading and 
operating. And yes, we do 
look at every piece of 
software that comes in and 
everyone gets an evaluation 
report telling them what's 
wrong and where it could be 
improved. If the software is 
way off the mark then ifsan 
A4 sheet that has a lot of 
ratings on one side and a lot 
of notes on the reverse- But if 



the software has potential 
then it could be much more 
extensive than that. Then we 
might suggest a number of 
changes on the form and 
we'll askthem to send it back 
afterwards so we can take 
another look. Then again, in 
some cases we 1 1 1 say it looks 
really good and that wed like 
to make an offer for it; they 
might come in and see us 
and we'd probably tell them 
th e chan g e s we'd expect 
before we can accept it 
Y64: Okay, the big moment 
has arrived for some lucky 
author . . , what kind of terms 
do you offer? Is there one 
standard contract and 
royalty? 

GW; The wordi ng is standard 

— but the terms are not 
necessarily so. We might 
consider outright purchase 

— or a royalty. I n most cases 
it's a royalty on sales, but that 
all depends on how good the 
software is, and on the 
individual. We're open to 
negotiation but it wouldn't be 
as much as 40 per cent — 
there'd be no profit in that for 
us. 

YfJ4i Can we tie any of this 
down to real figures? I mean, 
for instance, how much 
royalty might an amateur 
expect if you were to sell his 
software? 

GW: Again, it all depends on 
how good the software is, 
how broad its appeal, and 
what medium if s suitable for. 
David Simons, who wrote 
Simons Basic is collecting 
nice fat cheques on a 
quarterly basis. The same is 
true of Andy Spencer who 
wrote International Soccer. 
These have been very well 
accepted around the world. 
But if somebody wrote 
something appealing only to 
machine code programmers, 
then instead of big fat 
cheques they'll j ust be 
getting nice modest ones! 
Y04: Do you run a stable of 
software authors, peopie 
who write regularly and offer 
their work exclusively to you? 
GWi f don't tie people down 
to a contract on a 'per 
product" basis. If they're 
getting a good dear and a 
good return on the software, 
then they 1 1 1 probably supply 
more For some authors if s 
just like writing books . , . 
they're good at churning 
them out repeatedly. Other 
times you find people who 
are only good for one or two 
products— they don't seem 
able to produce anything 
else. □ * 




Tonight 
ou could be 



I W illi' k 



SOILO 
HI IX CRHANC 






DANCING FEATS. 

Are you the next Rod Stewart, Stevie 
Wonder, Paul McCartney or Louis 
Armstrong? Find out with DANCING 
FEATS the great new computer musical 
composing and performing game from 
Artie! 

Blues! Jazz! Rock! Boogie! Experiment 
with beat, style, tempo and endings to 
produce your very own kind of music! 

See as you play! Notes and chords 
selected are displayed on the screen as 
you perform to aid your composing skill! 
Give it a try tonight at home and who 
knows, you might end up at the Albert 
Hall! 

Commodore 64 £6.96 

Now available for Commodore 64, 
Planet of Death, Inca Curse, Ship of 
Doom, Espionage Island and Mothership, 
all at £6.95. 



ARTIC COMPUTING LTD 

Main Street Brandosburton. Driffield Y025 BRl 

Choques and FO's payable to Artie Computing Ltd. . 
Dealer enquires welcome. 
Access and Barclayca-J welcome. 

WARNING: Tnese programs are sold according lo 
ARTIC COMPUTING LTD's terms ol Irade and 
conditions ol sate. Copies of whicn are available or 
request. 




Send S.A.E (9 in. x Gin ) for FREE catalogue of 
our wide range of pro-grams. 



CC 1/484 



To: Artie Computing Ltd, Main Street 
Br*ndesburton, Drtlfield YQ25 SRL 

Please Supply 

* Cheque for total amounl enclosed £ 
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' Please delete or comoleie as applicable 
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SUPERSOFT, Winchester House, Canning Road, Wealdstone, Harrow, Middlesex, HA3 7SJ Telephone: 0\-&6\ 1166 



